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“N-THE BEGINNING... 


mn er ET hatés Pirates; pirates killed his»parents, and.nowFlint 
vows to kill Pirates. That's a good’thing, at least for the 
flaxen-haired, beauty, Princess Alexia. She too-feels that 
pirates are scum/ but’has her own reasons. Above them 
all stands the evil wizard/ sorcerer/mad-scientist guy, 
Mephisto. This mysterious man has his own plans for 


~ Flint;-Alexia, and the world. 


M™ NOILONGOULN 
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Aldndra 2 pitches gamers head first into this cauldron of 
schemes: It’s a deep, bubbling plot of trouble that’s full of 
puzzles, sub-quests, and do-or-die battles, Only the 
strongest—and smattest—will survive. That's where 
BradyGAMES comes in. We can’t make you stronger (you'll 
have to visit the gym for that), but we'can make you 
smarter. What follows is our intelligence pumping tool— 


The BradyGAMES Official Aldndra 2 Strategy Guide. 


This guide will walk you through the entire Alundra 2 
adventure. We'll also-provide you with everything you need 
! © to know about the weapons, items, 
monsters, and powerful Bosses— 
* plus coverage of the Mini-Games. 
So strap on you sword andyfollow 


along. We have a world to save! 


BAst1c COMBAT AND EXPLORATION TIPs 
Alundra 2 has its Share of cHallenges, The walkthrough section of thi 

explain where to go.and when to’go there. In the case of Boss battles 

explains how_to defeat the foes you meet when you get there. Neyertt 

the game you must understand the basics. Thebasics of combat and t 


extent the basics of exploration. 


FIGHTING ONE OF 
won't learn how to-beat the Cat Boss here, but MEPHISTO’S HENCHMEN 


That's what'this chapter is all about. You 


you will learn how to beat Mephisto’s thugs 
that you will encounter enroute to your con- 
frontation with Miss Cat. So-bucklé on that 
sword, pirate hunter, it’s time to’ wrdng some 


rights and slay some no-gooders. 


Combat 
Combat is an important part of Alundre 2. 
To win, you'll need to know how to fight. 


The Basics 

To win Flint’s battles, you must first learn 
the basics. Familiarize yourself with the 
controls and what they do, then memorize 
these basic tenants: 


# -Run, always run. Those RPGers that FiouT THE Goop FionT 
come from a turn-based background 
might forget to not only move, but also 
move fast. Many of the opposition’s attacks cam be dodged. Your abilil 
dodge an attack is greatly increased by your speed, so keep running 


oy Fie 
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$6 Make running easy. In the 
Options Menu, select Tap to FRE RUNRING MAN 
Run to-ease Flint’s transition 
to sprinter. 


3& Master attack combinations. 
As eluded to earlier, a stationary 
target is a dead target. Master 
the Slide Attack (press the 
Action button while running 
toward your foes) and learn to 
jump and attack. ~ ¢ 


Take a break. PressingL2 not 
only allows you to change the 
current item in your Pocket, but 
also patises the game. This can 
be just the break that you need 
to gather your wits in the 
middle of an intense Boss battle. 
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‘More than Basics 


Once you have mastered-the basics, it’s time to master more than the 
basics. That’s what this sections covers—the midré advanced tips for 
fighting. 


e Single « out the Pepobttlod: 
Don't run into the middle ofa 
bunch of bad guys, Try to posi- 
f : tion Flint in such a manner that 
he attacks one ene emy on the 
4 macdied of an ania) party. This 
y / limits the number of attacks that 
¢ <the-enemies can throw at You. 
2 Atak on enemy at atime. 4 ATTACK ONE ENEMY 
_ Don’ t spread your bad self” AT A TIME, 
~ around. Attack one entity and™ 
“4; keep attacking until it falls. Remember, an ehemy withrone remaining 
hit point does just as much damage as One with all of its hit points. 


# The’ sword is mightier than the Herb. Always use the best equip- 
~~ ment available. This includes hocking everything you own (yes, even 
pig sid the Herbs and Tonics) if that’s what it takes to buy the newest, most 
~ powerful sword on the mar! 


rings! If combing can't touch you, it ‘nobimally can't hurt 
ot 
uch You if fou are shooting it from across 
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Exploration Tips 


Of course, not all of Alundra 2 is combat. You must also run, jump, hit switche 
aT [=P search, and a myriad of other tasks. What follows are a few tips for doing those 


Perform any obvious things well. 
time-saving action before > 
$€ Save, save, save! You can’t save whenever THIs Is WHAT YOUR POCKETS 
you want, but you should save whenever SHOULD LOOK LIKE 
you can. There is nothing worse than 
missing a Save Point and then redoing a 
section because of your oversight. 


Pockets are made for stuffing. Keep a 
ring and healing/EP potions in your 
Pockets at all times. You never know 
when you'll need them. 


Heal before you leap. Beforé walking 
into an unknown space/area/chamber, 
heal yourself and stuff your Pockets. You 
never know when your next step will 
place you in danger. 


Look before you leap. While old age and 

cunning will never master youth and 

good looks, you can use your brain-to 

mitigate-some.Of Alundra 2's tougher 

hand-eye,coordination puzzles. Simply 

plan your moves before executing them. 

If you know you must shoot a crystal, 

grab a torch, and jump.a block, think PLAN’ YOUR 
about how you will doit and position STS CMY: 
Flint accordingly to accomplish the task: 


Saving your game. For 
example, if a Healing Pad 
and a treasure chest are 
nearby, heal yourself and 
scarf the treasure before you 
save the game, It'llisave 
you a little heartache in the 
long run, 


Talk to everyone. You never know what 
dark secrets the mostsimple non-player 
character (NPC) holds. Talk to everyone, 
and if you sée them again, talk some 
more. It helps. Really. 


Revisit the stores. The game's item shops 

inventory isn’t static. They are constantly lems? We've got plenty of dems! 
receiving a new supply of goodies, so visit a woes buy something? 
them regularly; you never know what you 

might find. 


THIS STORE'S INVENTORY 
WILL CHANGE. 


The Final Tip 


Well; that’s about it for basic tips. Now that you ufderstand the-pointers, it’s up to 
you to go out and Mags oe them! Finally, don’t get frustrated if you don't initially 
sueeeetough boskes, and evel some of the 38. stough bosses, take practice to 
beat. Keep trying, and keep stifling: Rent@mber that this is ae to bé fun! 
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lund q2is a role-playing game so the:characters are especially 

f A ee, da 

important. You primarily have villains and heroes whose identities are 
determined by their past and the development of the game's plot. 


Here is a rundown on the chief players. 


FLINT e aa “s" 
A paradigm of virtue and courage, a crusader for justice, the young hero 
and underdog of Alundra 2 is among:a growing minority, one of the 
“world’s, last pirate. hunters: His devotion to eradicating the world of 
pirates stems from a horrific childhood incident, divulged later in the 
7 game. “Princess Alexia naturally enlists Flint's aid in order to save her 
kr Kingdom fom. | a powerful alliance involving a band of buccaneers, an evil 
- sorcerer, and an usurping member of, the crown. Although at first doubt- 
ful of Flint’s abilities, she soon realizes that the boy is quite resource eful 
and powerful for his size. In fact, he. holds his own against any opponent 
* thrown his way. If only he was a bit taller, thepoor guy could demand 
+ more respect from his enemies — and the lovely Alexia — without 


_ having to always prove himself. 


“th he beautiful Princess must fescue her imprisoned father from Baron 

Diaz and his corrupt c¢ cohorts. Ina { land where few heroes abound, she 

“aut finds her ay up against the wall The determined Alexia decides 

to seek assistance from Va legendary man- ‘child, Flint the Pirate Hunter. 

Although at first disappointed i in the stature of her young ally, her doubt 
«i slowly Wwanles as the pirate hunter pulls off one’daring exploit : after’) 


af a another, saving her life numerous times along the Way. 


7 S j ney 
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ah ape ee = 
4 gen friend of the Varunan crown, Lord Prunewell offers his services and 


a Pi rt to.Princess Alexia and ng, father. Early in fhe game, he supplies 
a i 


mu tions ane helpful hints} to Flint Although hot F physi¢ally 


cce essential to is leg s 
es 


ZEP PO. 

Flint’s arch-nemesis, Zeppo is aloutish pirate whom Flint seems to encounter 
about everywhere he goes. Although Zeppo is the father of Ruby and Albert, th 
bumbling middle-aged buccaneer remains far from being an ideal family r 
give him credit; he does well for a pirate. After all, he spends more time with | 
kids than his ex-wife, Milena. More of Zeppo’s redeemable features slowly surfa 


later in the'game. 


Rusby 

Ruby is the daughter of Zeppo and Milena. Although the same age as Alexia, she 
lacks the maturity and heart of her Varunan counterpart. In many respects, Ruby 
comes across as a self-absorbed, whining brat. From the very beginning 


attitude is enough to make you pity poor Zeppo and Albert. 


ALBERT 
Albert, the son of Zeppo.and Milena,is much more polite than his younger sist« 
Ruby. He, for the most part, is the stereotypical geek, smart but socially awky 


He can usually be found tagging’ along with his malicious sister, 


_MILENA 
Milena is the sleek and sexy leader of the piratés. What she once saw in Zeppo is 
hard to imagine, except that she liked*to.have someone around whom she could 
manipulate and bully to do her dirty work. Currently, the pirate queen lives in 2 
luxurious mansion on Puerto Medusa, She has also recently formed an alliance 


with Mephisto and Baron Diaz. 


MEPHISTO 
A dark and powerful menace throughout the game, Mephisto is notorious for his 
self-serving interests and his skill.in the arts of sorcery, The warlock is re sponsible 
for transforming animals into powerful, supernatural beasts and humans into his 
henchmen by use of a magical turnkey. As Flint’s*exploits continue, the wizard 
continues to pull off all sorts ofS urprises grip his sleeve, 

{ es 
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J Along with Mephisto, the Baron is one of the primary enemies in the 
game. He has imprisoned the Varunan monarch, placing’a dunimy upon 
‘the throne. Cunning and cruel, Diaz has incorporated the help of 


Mephisto and Milena’s pirates to make sure nothing foils his attempt to 


become king of Varuna. It seems that he has his takeover mapped out in 
"detail, including his special plans for Alexia. 


NATASHA 


Natasha is the Baron’s daughter. She is one of the many people whom 


her father has deceived, not suspecting the evil scheme he has in store 


for Varuna. 


. ee atl “ 
Baron Diaz’s faithful yes-man, the green-clad Nunugi is almost as conniv- 
‘ing as his boss. Flint first encounters the brute on.a bridge in Gwaba City. 


A power warrior thought | to be dead, this swordsman has donned a 
‘mask and t now goes by the name Belgar. Flint encounters Milena’s 
powerful bodyguard during his first By to'the Mansion, “> a hasa 
_ mobtound connection with Flint s past - 


¢ 
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SUH LOVAVH 


Tips, character’statistics, and weapon and magic item tables are an integral part of 
ayrole-playing strategy guide, They are not, however, the heart. That title belongs to 
thé walkthrough. It is here that you learn how to get Flint out of those tight jams 

Indeed-it is here that you learn how to get him into those tight jams in t 


h 


place. So follow along as we explore this fascinating world. 


IN THE AIRSHIP 


@.: sure to set the 


default run option’ to”*Tap 
Once.” It's a pain to hold the 
run button (default is Left 2) 
while attempting to jump, 
slash, slide, or a myriadof, 
other tasks. 


Follow the corridor and the instructions given. For those who didn’t check out the 


controls before starting, please do so now. 


Follow the hall; be sure to read Flint’s wanted 
notice. Seems like’ Flint isn't too popular in 
these parts. 


Once through the training corridor, a short 
game-engine baséd movie plays, introducing 
Zeppo, Albert, and Ruby. After the movie; the 


game proper begins. 


Pick up the key and exit through the door, 
Walk to the far end of the cabin and listen to 
more of Zeppo, Albert, and Ruby’s antics. 
Attack the lever beside the door. Doing so 
tinlocks the three’doors in the cabin. 


FLINT Is WANTED — 
DEAD OR ALIVE. 


Flint the pirate hunter 
5 WANTED dead or sive! 


THE OPENING BANTER 
BETWEEN ZEPPO’S PARTY 


ne first 


ATTACK THIS LEVER TO OPEN 
THE THREE Doors. 


Run away from the lever and dash NOTE it 
through the left-hand door at the far For you landlub- 
end of the cabin. This places you on bers. The right-hand side 
the starboard side of the ship, and in - ; ; e6 ¥ pn “i 
your first battle. P fi ae ke 

I t side 


Slash the bad guy and re-enter. the 
cabin, then jog over to the port door, 
exit, and fight another battle.,Do not, 
however, return to the cabin. Head 
aft on the port deck. There's a door 


on your left; it leads to the rear deck. 


mally 


The ensuing battle is the toughest so 
far, You must fight, not one, but 


the fight.isn't going well, 
Flint is knocked’on his 
three of Mephisto’s mechanized back by a powerful blow. 
How come? Well, when- 
ever Flint és hitfor 10 
percent of his remaining 
hit points, he falls, Any 
hit from a boss also-puts 
Flint on his butt. 


* men. Don’t stand in one place. Run 
to a corner of the room and whack 
~~ the first purple guy that reaches you. 
Run to another corner-and repeat. 


7 ‘Once you've whittled down the odds, 


THE Door To THE REAR DECK 


you ‘may. stand and deliver the 
< ES P remaining bad guy’s doom. Grab the 
Herb in the chest and duck through 
© the door in the middle ofthe wall to 


enter the Captain's Quarters. Her FP 


No news to vet- 


ee ae 

~ © Once in the Captain's Quarters, 

_ 4 A 

~ you'll find a Save Point. Use it to 
‘ 


eran tole-players here, 
but newbies take heed: 


Save often, There are few 


gaming experiences 

worse than having an 

hour’s worth of gaming 

erased by surprise 
Ln. encoutiter with a fire 
od breathing bogs. 


A TouGH BATTLE 
eof 


, i ‘is 


ws Z "ib pried 


Tass Books 
&) T IP = ARB SAVE POINTS. 
Zeppo's fire attacks 


always come in bursts..He'll Next; walk to the corner and heal yourself. 


throw at least two, and Exit the Captain's Cabin, move forward along 
sometimes as many as three. : , 

: 4 the port deck, and re-enter the main cabin. 
It’s best to concentrate on 
jumping while he flings a 
pair, and then swing 


at Zeppo. 


Another movie plays and then it’s time for the 


first boss fight of the game. Zeppo isn’t that Healing Fone 
Fully restores HP & EP. 


tough. Jump to avoid his fire attacks and he'll 


go down in a few slashes. 


1 heh THE PAUSE THAT REFRESHES 
Save at least one of bn 


our Herbs for the fight with 5 i 
| # pte Once Zeppo is defeated, you'll have to battle-a 


the thugs. At this stage of the 
few of Mephisto’s thugs. After they fall the 


game they inflict about. 75 

points of damage before ship will be history; too. Miraculously, Flint 

succumbing to your ~~ lives. An old man rescues the pirate hunter 

P malicious intents. Youll and the next chapter in the saga opens, 

need to heal that damage 

if you hope to live. 
Pa CoO VILI AGE FLINT JUMPS TO AVOID A 

~ e Fire ATTACK. 

You'll wake in the house. Walk the walk and 


t rahe ey talk the talk. Soon Lord Prunewell will arrive, 
APES and shortly thereafter, the beautiful Alexia. 

‘ ‘ Listen to her diatribe, talk with her, and thén 

. f leave through ‘the front door: Walk down the 
steps and continue past | the gate. The first 


There's a hill in the 


it center of the village with building that you pass is Sthe‘ltem Shop. It's a 
© Save Point on it, Use it 


good idea'to stock up on'some Herbs—you 


never know when you'll need them. Exit the 


THE ITEM SHOP 


shop and continue on the-pathy / 


f 
Duck into the second house. The man who lives there will spin more tales of thy 


Gos 
cies Rhy. There's glso a healit point a A "the man, yheal yourself and return 


tour riginal 4 place, if 7 . 
. EX e Bes . 9 a ye 


, 
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* | Tue CENTER-HILL SAVE POINT APE a = 

Os ; Before leaving the 

f Talking with the folks in the house Rouse, you can break the 
will reveal that the Princess has pink piggy,bank for 15 


already left for Kindra Forest. Leave Oe ELEY Tea ae t 


money ts money 
the house and head to the forest 


.to the right as you approach. the 
village gate. 


Entering Kindra-Forest pops NOT! ft 

the world map. Press the right On the 

directional button to stroll into ru ee 
arch marki 


this wooded realm. 


entrance 


man shrme. 


holds Jeeha aster 
rf 1 hi , 
swordsman. £1é Ca? 


escape the shrine’s 


imprisonment or 


completin 
puzzl. 
_ ’ these j 
Once in Kindra Forest follow the path to Lord Prunewell. You'll meet a Jeehar 
few chimps along the way. These animals are not the sharpest sticks in eet S a ‘- 
Muze will teach 


the yard. Swat them and make sure to’collect the Herbs hidden in the + oe ROR 
lir ew attac 

chest that they're guarding. combo. Most players will 

need at least combo Jevel 


three to finish the game. 


ed 22 
These chimps do, 
however, yield Bone 
Darts when they die, The 
darts maybe used at 


JUMPING ON THE LEDGE Deadeye Zach's, which 
you'll discover later in 


Soon you'll find Lord Prunewell. Pick up the suggested box and place it oun sues 


next to the ledge. Jump first On the box and then the ledge. 


¢ 
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Speak again with Prunewell; take a left into 
the forest. You'll find a merchant in dire need 
of Herb. Give him one and he'll trade you a 


THE PATH INTO THE Forssr 


bes Cy ae ee 
You'll also want to 
smack any vegetation you 


Pass. Trimmed hedges compass. 
often cough up silver and 
Gold pieces, Return to Prunewell. Shove the stone nearest 


to the river and slip between the two. You can 
push the stone by pressing the Action button, 


# NOTE as you mash the directional key signifying the 
Now that you have direction that you want the stone to slide. 

a compass, we'll often Two Gakones (hatchet-carrying dwarves) will 
refer to the top of the 


greet you with their blades. Rush them, chop 


screen as north, the bor- 4 
them to bits, hop on the elevator’stone, and 


tom south, the left as 
west, and... well, you get then onto the ledge west of the stone... and 


~ the idea. J the ledge west of that. 


Two more Gakones decide to take you on. 


i pes ¥ ae Treat this pair as you-did the first, then con- ARON IENTepon Wait 0b 
. By the way, if you tinue down the trail to another set of stones. THE ELEVATOR STONE. 


cross the river using the . 4 
bridge just past the stones, You may push or pull these stones. But don’t sweat it—there’s a better way. 


you'll spot a yellow idol. It 
can be broken bythe Dryad ~ 
Element. Once' you do, _ 
you'll get to play the radio 
controlled car mini-game, ~ 
Unfortunately, you won't find 
f the Dryad until two-thirds of 


There is a small passage that leads into the 
woods. It's on the right hand side of the trail 
as you face the push and pull stones. Walk 
into this path until you can go no further. 
Now, walk to the left and continue until 


/ 
7 - 
ee i. the way into the quest." | you're once again stopped, then turn right 
oa aS _ and walk until you can see yourself using the 
av high overhead view. 


Ss, 


. ~ iv-45 THE PUSH AND PULL STONES - ’ 
. By the way, do you fe oe ] AVS a y 
f ual , ¢ Zz 


“4,4 notice all the plants lining . 


Py Se A J 
Aire trail?'You can chop these _ ag a o> mon , = tp f uF 
for money and health (too Apia ; ( , 
; JS, fig? a f 
r house doesn't r 7 ; - 
p) ell, The silver coins | 
oon 10 Gs, the gold f Povey 5 
2 120 Cs, and ay crus vy 
Z roy 


globes are worth 4 
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THE BLACK CHEST AND 


PUZZLE PIECE 


THE CLEARING 


JUMPING ONTO THE GREEN 
LEDGE 


Now turn to the left and open the 
black chest. Voila! Your first Puzzle 
Piece. Continue to follow the path 
until you reach the clearing opposite 
the side that you originally 
approached of the push-pull boxes 
clearing. Prunewell (how does he 
keep up, anyway?) will offer advice. 


Take it, then step on the step switch. 


This pops another box..Jump on the 
newly popped box, over to the previ- 
ously floating box, and then onto the 


green ledge. 


Move straight ahead. Take down the 
four hatchet throwers to make the 


next set of stone blocks disappear. 


2 Gat 
Take down The 
Gakones one at a time. 
Dash in, slash, and then 
dash back out. Repeat as 
necessary. Don't fret if 
the last thrower:doesn’t 
immediately come off his 
ledge, He will 
and wher 


be you 
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NOTE FIGHTING THE HATCHET 


THROWERS 


On the far side of the 
clump of trees in the clear- 
ing is a blue idol. You may 
destroy the idol once you 
find the Blue Siren element. 
More on this later. 


Continue to follow the path, On the other sig, 
of the woods is a Healing Point. Use it and 
continue across the river to Finrod’s house, 
Finrod has some great information on the fly 
ing monster. Looks like the demon-dude is in 


Mt. Sparrowhawk. 


Exit through the back door and fight the 
Gakones. Trim the hedges and oy he wood 
en chest. There’s money in the hedges and an 
Herb in the chest. 


THE SHRINE IN THE 
CLUMP OF TREES 


Once the hatchet throwers are dead {ollow the 
path in the woods and you'll return to the 
World map. From there, head to Mt 
Sparrowhawk and.the “flying monster.” Gee, 
could this be the flying ship? 


poe THE CHEST BEHIND 
Finrop’s House 


i / 


es DO was Sok nd OW HAWK 


Before entering Mt. Sparrowhawk, head back 


to: 4 Bis to Paco Village. Visit the Item Shop and buy 
: 1B , the Bronze Sword. It’s a bit better than the 
2 ee rs he, one with which you started. Jog up to-the 
i ye 
rae ee Save Point on top of the hill and save your 
oA is +f 7 Pp game, then return to the world map and 
- Fe fet) Mt. Sparrowhawk. 
a Fae. 
Bae 7 | 
wey / 
os gm) ; f ~~ 
4% “s ‘ fi J : f;, es" 
SD Bie Pe es a aie re are 
ji ; |] rs r 
wy ys 4 f Oe, } ? . . f . 
, Rr bo <4 id 
6798, eo ee 


rye 


bed! | ol ae 


Alexia waits at ML. Sparrowhawk. Je ee © 
Listen to her rant — there's a Don't mess 
Puzzle Piece in it for you—and then Stage pul 


One hit costs 30 points 


Ww ir- 
head over to the wreckage of the air Run thfough both jets 


ship. Walk around the ship until you and you'll have to use a 
find the corpse of a Mephistianian valuable Herb to replen 
soldier. Enter the plane through the ish yourself 


THE ENTRANCE 


hole behind the soldier. 


Once again, speak with Alexia. When 
she’s finished, exit through the door 
to the left of the entrance. Dodge the 
steam spray by dashing past each 
one immediately after it jets. 


THE STEAM JETS 


The passageway spills into the cabin. Once inside, the entrance looks like a I¥i-P & 
dark hole in the deck (a.k.a. floor). Face the hole and then begin climbing There 
the spaced landings to your right. Be patient, each landing and ledge is 


positioned so that you can reach it in a jump. Work your way around and 


up the cabin until you reach what appears to be a pair of ventilation ducts, 


LES re 


THE PLATFORM LEADING TO 
THE EXIT AND THE Two 
HERB CHESTS 


THE WAREHOUSE AND THE 
JAGGED HOLE IN THE WALL 


Enter the left ventilation duct in to the bathroom, scarf an Herb out of 
the chest, then return and take the right duct into the Warehouse. Turn 
left and pass through the jagged hole in the wall to the Captain's 
Quarters. _ 


trad 


dee | Pos ers Fm 


ds J“P 

You don't have to kill 
all the enemies to exit the 
limb. Once you reach the 
hole in the tree, you'll drop 
to the Healing Point. 
Accordingly, advance 
aggressively toward the hole, 
knocking back the enemies 


in front of you. 


NOTE 


You'll see that even 19- 
point strikes knock down 
Pandora. This is damning 
evidence that the boss has 
less than 190 Hit Points. 
Remember, knockdowns 
are caused by two thin 
Strikes that equal 10 per- 
cent of a character's 
remaining hit points and 


all boss attacks. 


Teer 
By the way, this is 
why you saved those 
Herbs. You may not be 
able to dodge all of her 
attacks, so you want to 


have a few Herbs in hand. 


jump down the hole in the tree and heal yourself at the bottom 


Once’inside the Captain's Quarters catch you, 


breath, heal yourself, and sa yur game at 
the Save Point. When you't atch the 
lift to the engine room. You'l that Alexiz 


has found some damning evi 


id & Fint! 


iS 1S just the kind of proof 
ee al Exit the engine room and me histo 
Enjoy the movie and prepare t t. Try not 
ALBXIA EXPLAINS THE NOTE. to use an Herb when battling tree-limb 
adversaries. Once they're de )U may 


Ag 10vie 


plays and then it’s time to fight the boss. 


ANDORA 


This isn’t a particularly tough boss — at least not with the knowledge that you 


hold in your hands. Here’s how to take the femme feline down. 


Move in front of Pandora as she circles, then strike her. This causes her to both 
lose hit points and attack. Stand still when she turns to face you, and then run 


to one side to dodge her attack. Now lunge in for an another quick strike. 


FIGHTING THE CAT THE LUNGE Attack 


After a few moments she will get really angry. She jumps onto a pillar and then 


lunges off, spewing fire. Your only defense is to run to the opposite pillar, which 


places you out of range of her flame attack. After the kitty lunges with the 


flames, she'll attack normally, and then either return to her circling ways or 
jump to another pillar. Once again, attack and dodge. Follow this routine until 


Pandora dies and you will be awarded the Big Life Crest. 


_ Paco VILLAGE BOMBED 


Talk to Alexia. It seems that she's 
feeling tired and wants to return to 
Paco Village. Head out the same way 
you came to Mt. Sparrowhawk. You 
should catch up to Prunewell and 
Finrod right after hearing a loud 
boom. After the commotion, Alexia is 
no longer so eager to rest; she wants 


to find out what just happened. 


PACO VILLAGE IS BOMBARDED. 


Leave Finrod’s house’to arrive in Paco Village. Investigate the devastated 


island. The villagers saypirates, who were looking for Flint, attacked the 


town. The shopkeeper’s place has been destroyed, but he’s still peddling 


goods. Buy a few Herbs for emergencies. The second house, home to a 


man and his cow, is now refuge for several inhabitants. Speak to the old 


priestess, the one who worships the shrine of Jeehan. She will tell you 


how her meeting with Lord Jeehan changed her life forever. 


Head up the hill to save your game 
at the Save Point. Notice that a tun- 
nel entrance’is not far from the 
point. This leads to the Paco Village 
Ruins, You can cut down the strange 
bushes along side the cavern to gain 
a few coins; however, the gold stat- 
ues block your way from going any 
ne ‘further—at least for now: Head back 
~ to the village gate to rub elbows with 
Alexia. nf 
~ Alexia wants to head to Mithra Valley 
Zi to wreak vengeance on the pirates. 
P riret you must head to the city of 
ae 2 _Tolored to reach the Valley. Exit 
~ Paco Village the same way you came. 
Va ‘The world map appears. Head left 
capetovett- Tortuga Beach. 
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THE PRIESTESS TELLS YOU 
ABOUT LORD JEERHAN. 


THE TUNNEL ENTRANCE TO THE 
PACO VILLAGE RUIN 


LEP 
There's nothing &) 
1 buffed up 
with a helt 
act, due to find- 
19 the Big Life Crest, 
we 300 hit 


QD 
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NOTE 


The Dryad Ring, ae 


one of the last rings you 


) 
= 
wy 
tr 
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can attain in the game, is 


required to'get past the to 

gold statues in the Paco 

Village Ruins, > 
‘ee 


ee No xraan mace 


Although you are on the beach, this little exercise will not be a vacation. Instead, 
it will be... well, it will be an exercise. If you haven't brushed up on your jumping 


f 
os skills, then you'll get plenty of practice on Tortuga Beach. 
ae F Alexia runs off ahead of you. As you're quick to learn, she’s quite the athlete. Head 
down the steps after her. Watch out for the Trekee —the blue bird that swoops 
TE down and attacks. Keeping an eye out for its shadow, pummel it with your sword 
| eed 9 ; when it hovers toward the ground. It should take only two swipes with your bronze 
quite a pest; thereforé, it’s ; : ; 
best to get rid of it before » — sword to take it out. 
frying to Cross to the ledge, 
tas prt 
om oe — 
rb ijt ‘ ; 
2 aye 4 
"i Z Te A f - 
ery Se ; 
ra Ved Af Gh 5 
4 
ce. | A treasure chest is 
~ «© locatedon the beach, but it 7 SWAT THE TREKEE WITH YOUR THE FIRST PLATFORM CONTAINS 


© sets iota clan cenaertine ,, SWORD. A STONE STATUE. 
Your sword is.useless against’ = ’ v ; : 
5 Oa You must use the stone pedestals to reach the ledge. With a running start, begin on 
the statue; you'll need the 


4 Jed Newt wlementto Geass the stone ramp, then hop from all three pedestals until you reach the grassy ledge. 


the chest. ote Head down the wooden ramp. Two more blue hecklers await along the beach. 
A Af Sf Pummel the Trekees like you did the first one, then continue past the palm trees to 
¥ 4 + 

a an area with several levitating platforms. 


/ 
¥ - Jump on the lowest platform, destroying the 
: 4 , stone statue with your sword. With a running 
start, leap to the next platform. Jump onto the 
last platform. Tear down the stone statue, 
then leap to the ledge. Another stone statue is 
in this areavon a treasure chest. Pummel the 
_ monument to the ground and take the 100 


TAKE THE 100 GOLD FROMTHE —_ Gold, then exit the area. 
TREASURE CHEST. 


Place your compass in your Pocket if you have 
_ not done so already, Avrock will fall from the 
sky justa few feet in front of you. Don’t ery 
Chicken-Little; just pick up the rock and hurl 
it at the gold statues blocking your way. The 
» statueg/will crashyenablifig fou to move 
fr, | 7 

- eerey they onge stoag. 

“Tr , J , 
eS J 


Curl with the path, continuing 
north. Take down the two Koblins 
(giant green armadillo/rhino-like 
beasts) with your sword. You'll see a 

_few more Koblins on the beach. 

Head south, then west until you 

~ reach awooden platform with a 
torch. This platform is called a 
veranda. Grab the torch, then exit 


GRAB THE TORCH ON THE 
WOODEN VERANDA. 


f left from the veranda. 


Pet P. 
Use the Jump and 


Action buttoris to launch 


_ West of the veranda lies an elongated 
wooden platform. You cannot cross 


the platform because a stone block the torch at the cherry 


bomb. After hurling the 


with a cherry bomb is obstructing 


torch, quickly back away 


4 


Opus path., Toss the torch onto the ; 
heny bomb. Dace the device from the cherry bomb to 
F aa ignites, the block and the bomb will 


ys - be history A treasure chest with 


= 


avoid injury. 


USE THE TORCH TO IGNITE THE 


stp another, cpiteale Piece i is situated at 
j the end of the elongated platform. 
| Take it. 


CHERRY BOMB. 


Return to the wooden veranda, then 
head north from there. Look to your 
right for another stone statue. Hack 
it to pieces, A block is left where the 


monument used to stand. You can- 
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not pick up the object because it’s a 
switch. Jump on the box switch to 


activate it and a decanter full of 


A HEALING SITE IS 
LOCATED JUST BEYOND THE water will fall from the sky. Pick up 
Pe BLUE STATUES, 


the decanter and hurl it at the two 
blue statues that block your path. 
FRe j Continue past the broken statues to 
f the Healing Pad. 


Trek west of the healing site, through the tunnel. Hang the first right 
; (heading north). This is another jumping exercise! Jump on the lowest 
ise 

stone block, then leap onto the second and third blocks. Finally, jump to 


ee edi grab the Herb from the chest, Jump down from the ledge 
4nd 


your steps back to ine beginning of that passage. 
gir, | i 


— r - 


GOING UF 


LEAPING FROM BLOCK TO BLOCK 


r - 
5 Continue west, taking the second right (this one heads no 10) 
ao4 More blocks! Jump diagonally from block to block. The last d 
ods ta st largest—block is adjacent to the second-to-last block. Once « é last 

a f block, jump on the switch. This-activates an elevator. Jump on 
7 f , fn fi 2 the elevating platform then head over the ramp, alc 1é ensu 

(A ie a a 7 ing path. 
ea -~ fp } 

fo Ct oy oe ~s7 “You'll find a small platform alongside a ledge. With a 
7 ne ‘y AES, head start, run.onto the platform, then leap over the ledge. 
L isa y ~ ~ Three Koblins are waiting. Take them.on one at 

~ ie time. This is pretty eaSy because they're slug- 

ia. , gish. Once you've finished these green beasts off, 
i one of the Walls in this area opens, revealing a 
; f. treasure chest. Take the 200 Gold from the chest. 
pee 4 a 
b7 f ; ©, y) Continue along the path. A large wall with a giant 
nl - “oM %+ r footprint is blocking your way. Performa Slide 
a ‘ Part Fe Attack on the wall and it will fall. Do this by 
by O22 " pressing the Run and Action buttons when sending 
Pe ; , rs tbat oA oa0 Flint to the bayet He should slide into it, ul ; base- 
ba 'y | to use Herbs to bolster ball player sliding into home plate—except in this case, 
ves | your hit points. + © © ©“ awall falls to the-ground instead of a catcher. Repeat 
pri. . this action with the next wall. 

oe pee . : 

oP Continue walking until you reach the beach, 
i rie f Admire the ducks, but don’t forget to look for 

Oh f - Alexia, whose speed and athleticism makes 

F 3, pete Hy you look like a wimp; Head north. Jump onto 

ot F Pia the platform, then leap from it onto the grassy 
ea ledge. Alexia naturally chides you for being 


sloweDon't hold the long faceythough, 


Au. because you'll getefo-be the hexp Jater of, 
4 F ~ i “ : USING A SLIDE ATTack ON TH 
~~ - ) ‘ FOOTPRINT-DESIQNED WA 
- ' 
a , 


a E_D_O. 

£ | Agree to go with Alexia to Toroledo. 

f. Exit Tortuga Beach, then continue 

7 “orth along the world map until you 

; f pec orsles You learn from 
pre some people passing by, and a 
+ nearby. sign that bullfighting is pretty 

re : popular i inthis city. Head straight up 

; ofa the path and enter the Item Shop to 


5 fe your tight. It seems that hand-carved 


THE ITEM SHOP GIVES NEW 
MBANING TO THE PHRASE 
“MAD. Cow DISEASE.” 


ed cows are also quite the rage. In need 
te t cof a Y souvenir? The shopkeeper, with 
i re his penchant for the unusual, will 
, f Ke aie one of his valuable hand-carved 
- Bows gi pa Loi eos Key. yes 
tee an'to, peut left. Te to the 
peop sate Cows; bullfighting, : 
ba and gambling a are Patremely popular 
gee here} ‘Head upstairs. Three doors ; ai ; 
. “ Tocated i in ye upstairs hall. The first 


- 


A SAVE POINT IS LOCATED 
IN ONE OF THE INN’S 
UPSTAIRS ROOMS. 


we leads to an unhappy family. The sec- 
es 1a ‘ond. door | leads to an empty bedroom 
. i} with ene Point. The third door 

4, he leads to several lavatories. Enter 


ue 4 sero each doorway. 


» 
3 Pabedindnd exit leads onto 
70 gee Su shove ameats 
ts ¢} indow. It seems that s some ado- 

o- cent tgirls. are talking | about this year’s next Cow Princess. After they 
finish babbli bling take ‘the Puzzle Piece from the chest, Exit the room's 
‘4 . ‘door. Explore other available rooms 


OUT ON THE ROOF 


Yin this area. For example, you'll 
come toa bragging gambler. Break 
his piggy bank and take his gold. 
He’s got so much money that he 
doesn’t seem to mind. Head down- 
stairs to talk with the rest of the peo- 
ple in the Villager’s House. 
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NOTE 
The Inn Warehouse 
room can be acc 
only from the bi 
back door. The oth 
door to this.room (locat 
ed near the Innh 


counter) wont 


unless you've alr 
entered the Warehouse 


room from thé backdoor. 
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7 ; * Continue north along the path—but not to 
‘ the point where you must leave the area—and 
F e talk with some travelers and natives about the 
f ‘ b mane TE bullfighting madness. It seems that not every- 
Pre sf ‘ Although you can fry, one is happy with the gambling business. 
to buy a ticket to the bull- » Head south to the point where you and Alexia 
| J "fights, Alexia won't let you first entered Toroledo, Hang a left, heading in 
| Pyle ENE CEES SD the direction that the Bull Fighting Arena 
Thad | ie aida gg 5 a J* 2 4 THIS GUYS KNOWS SOMETHING 


Su pointss ‘poet ABOUT MITHRA VALLEY. 


Fi oy ‘ 
y The Inn is situated adjacent to the sign. 
Follow the dirt-beaten path until you reach 
ee the walls, then turn left, looking for a back z 

fa _ door to the Inn. Go in and collect the 

_ Puzzle Piece from the Inn Warehouse room. 
Heda back to the path, making your way to 
~ the arena, 


eo oe 


i at eae ; 
‘Tt looks. like the bulls are not hd only things 0. ‘ 
PIERRE’S WIFE IS NOT 
le) “that fight around | here. You and Alexia must COOPERATIVE AT FIRST. 


oe ye will need tp break the ! f 


“find Mithra Valley, so quickly forget the com: 
_ water decanter in front of, it r 2 —] 


‘motion. Ask some of the Arena atrons i ifth know how to reach the Valley. Visit 

e “Just pick up the decanter — te a) P. Di if 
and give it @ hurl ‘Thal was pe ‘every room in this area. Two men in the far éastern-most part of the Arena know 
» fun, wasn't were © OP ' where Mithra Valley is located—one is standing near a window, the other is inside 


; 


- Nag the Bull Waiting Area. P Lap hf 
Perel ~ ; 
; t 
v4 a ¥ 75 + Once you have the information, go catch up with Alexia. Tell her the news, then head 
hy id o toward the area of Toroledo from where you came. Right next to the Item Shop is a 


ae fe et ' ; Warehouse. Go in and collect the Tonic’ from the chest. Also, save your game at the Save 
UF hy * ~~ Point in the Inn, if you like. : 
fu Py a 


. / 

AAf th Continue north until you pass the bridge. Pierre's house is on the left. Unfortunately, he’s 
se ¢ : oe : Sigeemen his s wile i is not in the best of moods. The only way you can pass through 
Paw gre. “i pa ~ Pierre cue’ is to find him 5g ‘That means going back to the Bull Fighting Arena. 

‘ se! af ee J r 
r 

lal Don't Scaife ae fap trying to fay a ticket. Just head up the Arena’s Stairway. Pierre is 
there—on another losing skid. Console him, then follow the loser back to his house. He 


f t and his wife will now gladly let you pass through their house to Mithra Valley. 


\” 
f.<2 
_——_VisitinGc LORD JRRHAN 


4 __ Before heading southwest on the world map to Mithra Valley, pay a Visit to Lord 
~ Jeehan. Despite Alexia’s grumbling, you need to share some of your Puzzle 

f 4 ‘Pieces with Lord Jeehan. His knowledge will undoubtedly improve your combat 
p’ skills, especially since another Boss is in your immediate future. 


é 
re You'll find Lord Jeehan in the shrine 

~~ on the other side of the Bull Fight — 
to arena. You should have enough 
fe Puzzle Pieces for Lord Jeehan. Go up. 

4 ¥ to the golden shrine and pray. A 

rat ‘platform will then emerge from the 

pe ‘statue. Jump on the platform and 


you'll meet Jeehan, who i is trapped . a 


if 
4) by the evi wizard. 22 ME 
SWORDSMAN SHRINE. 
| atte & ; pA : 
a 
i * Offer sar your Puztle Pieces! He needs 60 total pieces to free himself NOTE ff 
Combo Attacks 


r from | the: Wizard's . spell. You won't have all 60 at the moment; however, he 


F ork in the followt 
ile [each youa new fighting t technique for every six Puzzle Pieces you Porn ees cane 


manner: The first Combo 


4 oad bring him, This time the eet warrior ‘instructs you how to perform a ‘Attack inflicts the dam. 
h Combo eels Practice on the straw man. ~ age of @ normal Attack; 
wy! 4 AP vu r ; é the second Combo’ Attack 
ie After you're comfortable with the new w technique, consult Jeehan’s inflicts I.1 times Flint’s 


Attack strength, the third 


apprentice. The lad offers to teach you 1 his new Sunburst Attack, but 
Combo Attack inflicts 1.2 


¥g ‘for a price—you must tell him about the different kind of toilets you've 


AYTIVA VYHLII 


times the amount of 
“encountered pros adventures. As silly as it seems, the boy needs the Fir’s Attack strength, 
re _nfoaton for a research project. Quickly oblige him and the boy will . the fourth 1.3 tinles the 
* ive Flint a a agate that cables him to use the Sunburst Attack. amount, etc, 
la a4 Ld fs ts _— f 4 


f i By now you’ lee getting * fe 
~ claw su phobic, so oe aD with 


-NOTE € 
Press.the Attack 


button for several 


Now it is 


ns 
Wall leech Ya ay Se seconds, charging your 


power, then release. A 
Sunburst will then radiate 


FLINT SEEKS INSTRUCTION FROM : 
THE LEGENDARY JEEHAN. from Flint’s position. 
Enemies within its range 


are inflicted with damage. 


fe 
~ 
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The Ox Tank 


As soon as you enter Mithra Valley, Alexia ang 
you observe Zeppo and his children aboard 4 
giant Ox Tank. Go after them. Climb up into 
the machine, then.take an immediate left onto 
the stair-like boxes. Head up the ladder into a 
room where a Healing Pad and Save Point 


are located. Do your thing. 


THE Ox TANK TOWERS ABOVE 
THE MITHRA VALLEY. 


Climb back down’to the room with the 


cogwheel-like machinery, then jdmp onto the 


steel platform. A flip switch is located 
above it, Leaping from the platfort 


sword at the switch. Turning 


moves the large piston out of your way so that 


SWAT THE FLIP SWITCH WITH 
you can explore the ledge. YOUR SWORD. 


Head up the stair-like boxes in the upper right-hand corner of the room. Hack the 
flip switch again with Your sword so you Can enter the room closest-to the switch 
Grab the Key from the Chest, then leave that room. Guess what? You'll need t 
hack the switch again before you can-use the Key. 


After flipping the switch again, head to the room farthest from the Switch. It has a 
marking on it that.resembles a‘large keyhole. Naturally, the Key operis this door. 


A Ss Jump on both of the block-like switches’ in that room to move the pistons out o/ 
i your way. Explore the room for anothy chest. You should find one that contains 2 
ot ; Puzzle Piece. al 


Bxit this room to the large area with the cog 
wheel-tike machinery and enter the room 
: closest to the flip switch, This is the room 
> that contained thé Key. Jump on the box 
switches tomove t the pisfons out of your way 
is door on t the leftiside of the room 


hg 


TONS OUT OF THE WAY, you'LL Gf, 
FIND ANOTHER ‘PUZZLE PIECE! hes 


i tal ; 
; ) oy 
PE AT oe Shs er had Mellie 


You'll find yourself on a long plat- 


form looking down upon two NOTE 4 
The Sunburst 


Attack allows you to take 


automatons. One of them carries a 


sword while the other is equipped il ha ant raiotre 


with a flame-throwing device. Take automaton without get- 


on each opponent one at a time, ting scorched. 
concentrating on the sword-wielding 


unit first. Once it’s out of the way, TAKE OUT THE FLAME-THROW- 
use a Sunburst Attack on the other. SO ee TON NOTE € 


SUNBURST ATTACK. The distance 


The stone platform once blocking the other ladder disappears after Flint between Flint and his 

; : f lates t 
defeats the mechanized dudes. Climb up the ladder into another room. Be Fie AS - % 
the damage points inflict- 
ed by his Sunburst 


Attack. Enemies standing 


careful; several more flame-throwers are inthis room. Using the Sunburst 
Attack, make mincemeat out of these guys. 


within a one-meter 
A huge stone block with a black radius of Flint are inflict- 
treasure chest is located in the room; ed with three times the 
however, you don't have the tools to damage strength of 
open it. Head through the door—the 


only one in this room. You'll find a 


Flint’s normal Attack 
points. Opponents stand- 
ing within a two-meter 
chest with a Key in it. Head back to radius of Flint receive 
the room with the black treasure two times the damage 
strength of Flint’s Attack. 
Enemies within a three- 


chest. Two more flame-throwing bad 
THE KY IS IN THIS CHEST. guys are waiting. A combination of 


Sunburst.and Combo Attacks will 


meter radius of Flint 

receive only 1:5 times the 

put them to rest. damage of Flint’s Attack 
strength. 

Once the area is clear, climb the 


ladder to a platform area with a 
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bomb. Use your Key to open the 
door. Presto! Head down the elongat= 
ed steel-platform and descend the 


ladder. It’s okay ‘to walk across the NOTE . 
floor; these automatons are harm- Being a human 
less.-Climb the ladder on the oppo- bowling pin is no fun. 
The rolling balls deliv 
DESCEND FROM THIS site side of the room. It leads to ‘ re 3 a a, 
ELONGATED STEEL PLATFORM. h J platf dd etipecn. 30 cn 
another steel platform and door. damage points! 
Open the door, A large platform contains an elevator, which.is out of 
Foe order, and a Healing Pad. Once you buff up your hit points, head down 
2 so walkway. It's time to fix the elevator. 4 y 
‘ Pe 7 ‘ >) ghee + P 
a 4 row! ‘s . 
P. 
‘ . J 


The box switch that powers the elevator is 


T 5 
- 1 P located at the end of the sloping path of 

Wait until the dogs are ¢ ! > 
lying over oF sitting down, rolling balls. Climb the ladder to the sloping 
then move close enough to track. Jump over the balls—unless you want 
them to cast a Sunburst to know what it feels like to be a human bowl- 
Attack. A couple of these ing pin—until you reach the box switch. Jump 


maneuvers will put them to “ . 
/ on the switch to activate the elevator. Descend 


rest in.a hurry. 
the track onto the ladder, carefully avoiding 


PLAY A ROUND OF DODGE BALt! 


those big, heavy balls. 


Head back to the room with the elevator and 


jump on it. The elevator will take you to a 
platform with some Spike-tailed dogs. Sta 
away from them; one swipe from these 

canines’ tails packs quite a punch. Instead 


stand back and use your Sunburst Attack t; 


obliterate these bullies. Once the dogs are 
e NOTE TEACH THESE DOGS HOWTO — gone. the elevator in the upper right-hand 
Th 


A jalk PLAY DEAD—FOR GOOD. . 
ee Bs Paty part of the platform will be operational. 
us platform leads to 
another ramp level of rolling 
balls. Dodge the rolling 


obstacles to reach a door. 


Although you have access to two elevators 
that go up, take the elevator.on the left first. 


Unfortunately, you don't You'll pass Alexia who findsa Key. Unfor- 

have the Key needed to open tunately, you can’t access the platform she’s 
is portal—yet. + 7 F 

Us Oe on without a little work. Your elevator takes 


Flint to a platform with another chest and a 
box switch. Collect the Herb from the chest 


and activate the box switch, then take the ele- You NEED A KEY TO OPEN 
THIS DOOR. 


vator back down. 


rane at Jump aboard the elevator on the upper right-hand part of the platform (the loca 
tion where the two dogs once patrolled). You'll reach another platform with tw 
elevators and a metal walkway. Take the elevator on the right to the next platform. 


x 


You're on the hi highest platform. A dog, a chest 

an elevator (heading down), and a metal walk 

eway are located here. Slay the dog, loot the 

chen (containing 100 Gold), and exit the pla 
form by using the walkway. 


COLLECT THE 100 GOLD FROM 
THE CHEST, 


You should be able to see the door 
that you couldn't open on the level 
ramp below. Once you pass it, jump 
off the ramp onto the one below, A 


metal walkway leads from this point 


to the platform Alexia was once on. 


JUMP FROM ONE RAMP LEVEL TO 
THE NEXT. 


THE WALKWAY AT THE BOTTOM 
OF THE SCREEN 


TAKE THIS LADDER TO THE 
RAMP LEVEL BELOW YOU. 


Grab the Key from the chest, then 
head back to the ramp. 


You'll have to jump off the ramp to 
get to the next ramp. Do that by 
applying the Jump button and the 
D-pad. Next, take the ladder to the 
metal walkway at the bottom of the 
screen. This walkway leads to the 


platform with the Healing Pad. 


After buffing your hit points, take 
the elevator up to the next platform. 
From there, take the elevator on the 
right-hand side of this large plat- 
form. The next platform contains 


two elevators and a metal walkway. 


Cross the metal walkway to the ramp level with the locked door. Dodge 


the balls and open the door with the newly found Key. 


Once you open the door, you'll notice that Flint is now on the other side 


of the steel wall, which also has ramps and rolling balls! Move to your 


right. Jump over the rolling ball, then dodge another one flying through 


the air. Take the walkway to another huge platform. 


Presto! THe DooR NOW OPENS. 
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that won't budge. 
g* ¢ 
oS & s *« 

ON THE OTHER SIDE OF G7 ,8'F ¢ 
THE WALL be ad oF we 
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TIER. 


To avoid plum- © 
meting too far below, 

press the Jump button, 

then press Down on the 


D-pad. 


AHTIVA VHHLI 


NOTE 4 
If you head to your 

left and descend the lad- 
der to the metal walk- 


way; you'll find a door 


© TIP This platform contains two chests, a huge tree, 
T= . ators. Slay , welding bad 
Wateh Gufs Bo and two elevators. Slay the two saber-welding 


prickly tree, It can deliver 
around 20 damage points. goodies out of the chests (100 Gold and a Tonic), 


then take the elevator on your left. Take care of 


the flame-throwing automaton on that platform, 


guys to activate the elevator on the right. Grab the 


then head down the metal walkway. 


} NOTE 
You need the red Newt Dodging the balls on this level, jump on the | AVOID THE TREE! 


ment to climb the tree box switch below the ramp. This action 


7 Open > f 9 ches! } 

en the treasire’chest unlocks the door to which the bottom walk 
on top of tt. 
way leads. Leap off the switch onto the meta! 


walkway at the bottom of the wall 


Enter through the open door. A treasure chest 
is hoisted upon a huge marble block. Light 
the cherry bomb with one of the torches. Wait 
for the explosion, then open the chest. You'll 


find a Key inside. JUMP ON THE BOX SWITCH 


Head back to the wall via the metal walkway 


Climb the ladder, wary of the rolling obstacles 
Run up the ramp until you reach another 
metal walkway. It leads to the platform wit! 
the tree. Take the elevator on your right. Ax 
the flame-throwing bad guy’on that platform 
Head down the metal walkway and open the 


Fe ote— ‘ door with the Key that you just discovered 
; Use A SUNBURST ATTACK ON J 
The huge block is ~ THE FLAME-THROWING ENEMY, — Moments ago. 
obstructing your path. The 
box switch raises the Floces? Continue along the newly available walkway to the wall. Head to the left, careful of 
) out of your way, but for only / ~~ the rolling balls. Climb the ladder, then run to the right, getting onto the next 
225 seconds. Hurry! walkway as quickly as possible. Take the metal walkway out of here. Whew! You're 


» fi 
il inally shed wi with the wall of alls. Las 


by; ; 
/ @22. You'll reach a Ach platform, Take el P 


foplorthls onda then rink up to the next wooden platform. A ladder is 
of each hurdle. You can " accessible from this area, but you cit li 
jump over the hurdles only it because of a protruding ie tee to 


” if Flint leaps right before his “find a way to get rid of the hai 
feet cross the painted white toi the wooden 


f 
. 


~~ 


The steel platform contains a huge 
marble block with a switch and cherry 
bomb on it, Hurl the torch onto the 
block to light the bomb. When the block 
explodes, Flint can jump on the box 
switch. This action removes the barrier 
obstructing the ladder. 
Head down the steps marked with a LEAP OVER THE HURDLES. 
rainbow-colored arrow and climb up 
the ladder from this point. You'll 
otice another ladder above-the loca- 
tion from where you just came. 
ately, it’s blocked: As with 
the previc 


you must solve 


s level, 


another puzzle to climb the ladder. 


HEAD DOWN THE STEPS 
MARKED WITH A RAINBOW- 
COLORED ARROW. 


This puzzle involves some evil 
automatons. The goal here is not to 
kill them; though. Notice the three 
hole switches on the platform. All 
three of these hole switches must be 
filled (and, in turn, activated) simul- 


taneously. One of the holes contains 


an automaton. Lead one of the 


LEAD THE ENEMY INTO A 
HOLE SWITCH. 


others into another hole. Once both 
contain an enemy, jump in the last 
hole switch. The ladder’s barfier is then removed."Head up the ladder. 


The next room involves your favorite 
obstacles—falling balls. Flint has to 
jump from platform to platform to 
reach a switch at the top of a tower. 
In between every other platform, you 
must avoid the descending balls. 
Jump on the platform closest to the 


INIOF Rs 

A Tonic is located 

in the chest. Grab this 
when you get a chance. 


ee | they 
Stand near a hole 


switch. Let the automa- 
fon stab you. You'll lose 
some hit points, but the 
attacker will likely fall in 
the hole—exactly what 


you want it to do. 
_NOTE. 4 id 


Don't forget to look 


AXTIVA VHHLI 


in the treasure chest— 
there's 200 Gold in there! 
a 
oh mw @ e 
wf © [ ; g 
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HE BULL 


jump on the box switch so 


posts Yo Peced, ; SS item holders (di 4 
itt 19 the blocks 


+ moni) that contain Gold coins and Tonics. 
en you knock these items down, grab the 
~ Gold coin or Tonic that falls onto the path in 


order to place it in your inventory. 

Once you reach the top, activate the box” 
switch. Jump off the tower, then head up 
the ladder. A Save Point and Healing Pad — 
are located on the next platform. Heal up 
and save your game, because Mutox the Bull 
is just ahead! 


Are you ready? This is a Mini-game within 


THIS IS ENOUGH TO MAKE YOU 
FEEL LIKE INDIANA JONEs! 


Alundra 2. You'll need quick reflexes and 
these tips to prevail: 
3 The path is made up of four rows of tile. The second row from the 

wall is green. 


3¢ Speed boosters are found mostly along the row of green tiles. Some are seal- 
tered on the other middle row. 


% Avoid running into the stone blocks; they knock Flint to the ground, making 
it easy for Mutox to squash him. 


3 Jump as soon as you catch sight of the yellow marked tiles (those with 
arrows). These indicate that a hole lies immediately in this row of tile. 


% Try to collect as many Tonics as you can, especially if you're running low on 
Herbs. You'll need as much help as you can get later, 


Once you cross the all of the check- 
points, you'll have to fight Mutox— 
who is a pain in the buttocks. The 
raging bull delivers punches with 
the style of a heavyweight boxer! 
| That’s not all. Mutox makes up for 
short reach by hurling objects at 
‘opponents. He usually throws a 
boulder your way. However, when 
Mutox gets angry, he'll roll himself 
into a ball and flings himself at 
you. Of course, you know all about 
that, right? 


You should attack Mutox only when 
he’s disoriented; otherwise, his fists 
(or hooves) will score a KO in just a 
few blows. Stay out of Mutox’s 


reach, forcing him to hurl boulders 


HAVING A BALL? 


FIGHTING THE CAT 


at you. Dodge the boulder, waiting for it to hit the Bull and knock him 


senseless for a few seconds. Flint will manage only one or two hits on 


Mutox before he recovers. Run out of the raging bull’s reach, forcing 


him to use the boulder again. 


FIGHTING THE CAT 


If Mutox gets angry, he stops 
hurling the boulder. Instead, he 
rolls himself into a ball and flings 
himself at you. Run from the ball, 
waiting for him to finally unwind 
in the center of the ring. Attack 
the disoriented Bull with a couple 
blows. As soon as he recuperates, 
back off and wait to repeat the 
process all over again. Mutox will 
eventually fatigue, morphing into 


a normal bull. 


Exit the ring after collecting the Big Life Crest item and the dispersed 


coins. Your hit points are then elevated to 400. The doorway leads to the 


_tgom where the Ox Tank escapades began. Catch up with Alexia, then 


, 
« leave the Tank. It’s time to get out of Mithra Valley. je 
d ‘ b> _ of 


o pe 


ye 


NOTE_ 


Fleeing from the 

boulder is reminiscent of 
watching a ball spinning 
on a roulette wheel— 
except you don't want 
your number to come up 
in these instances! 


6 
Tip — 

Try to stay in the 
opposite corner of where 
Mutox the Bull first hurls 
himself or the boulder. 
Keep moving once the 
ball is in motion. The 
place where you're stand- 
ing when Mutox initially 
hurls himself or the boul- 
der always ends up being 
struck. 


JEP 

Don't forget to 
heal yourself during the 
match. Simply, select the 
Pocket button, which 
temporarily stops the 
bout, and use the Tonics 
and Herbs to boost Flint’s 
hit points. 


TINnd FHL XOLN, 


_THr HowtinG CAVE 
Head back to Toroledo and enter Pierre's 
house. His wife throws a spiked ball on the 
floor. Jump over it, then head into the streets. 
You learn from an old man that Pierre has 
skipped town. It looks as if the gambling 


addictiis heading for Howling C 


Leave Toroledo. Howling Cave is located 
JUMP OVER THE SPIKED 


Uthwest of the bullfighting mecca. When i 
southwest of the bullfighting mecca. Wher | BALL TO AVOID DAMAGE 
TTP you enter the cave, Flint and Alexia will meet — 2 
Jumping can be diffi- Lu€a, Pierre's little girl. Listen to her Next, 
cult here: Leap onto the 


ledge by waiting for the ele- 
vator platform to reach its 


jump onto the moving block and chase Pierre 


into the cavern entrance. 


maximum height and jump- 


ing with a bit ofa running The path leads to a cherry bomb, two torches, 
start. Timing is the key. and two flip switches. Place the bomb near 
; one.of the switches. Next, hurl a torch near 
the bomb. As the explosion occurs, flip the 
) other switch with your sword. When both PIBRRE’S IN SEARCH 
switches are simultaneously activated, the OP PLASPINESS: 
4 , » elevator platform will be lowered. SNL PA 
. pve y 
een Se + dump on,the platform—it’s an elevator. 
r ee “Wander the, ledge in the room! Hack the 
sf youjaccipry aie re Weedslike plants to collect.coins. Use 
Snlugh DOLE SPIE a torches'to burn down the trees toreach 
don't purchasé a Pixie e Rit 
You'll attain one some 9 ad ‘black treasure chest. A Puzzle Piece 
time later. Aas cA “is is located. there. When you’ re finished 
bs Vy i> ee ; . Bees the area, leave the Howling 
t POAT Ich ‘Cave via the ledge exit 
eo : fete I. Us THE TORCHES TO BURN : ee Li y M 
3 LF ‘ f DOWN THE TREES. iy be a3 Pig 
¥ *) : Tey oe ne pe zi eS 
€ tad (44 , p=. nyt contests. If 
Aust Bes cea Pah. bei no cafe se Ds : pg items like 


les pF (inogd Lf “Newt nd Dred Rings. Yul gp up vith P 


wYtr 


After you've finished playing, head 


back to Howling Cave. Run-back to 
NOTE 
the location where Alexia and Luca 
Flint will not die if 


are waiting. Believe it or not, Pierre he misses the ledge and, 


appears to be getting crazier by the instead, he falls into the 
minute. After hurling rocks at you pil/room. This small, 
guys, he heads off to Dun Webb. Go dark area doesn't contain 
: any goodies—or ene- 
get him! 
FLINT HURLS A DART AT mies, Just climb out via 
DEADEYE ZACH’S SHOP. the ladder and try 


again to reach the 


Stack two of the rocks that he hurls 


treasure chest. 


NOTE 
Heading along the 


corridor to the left of the 


door from’ which you 


into “steps.” Hop onto eachone, 
then leap onto the ledge. You'll find 
three more rocks here. As before, 
stack two of them into steps. Leap 


from these onto the next ledge, then 


a7, 


take the path to the nearby exit. 


STACK THE ROCKS IN A STAIR- came takes you to an = 
LIKE MANNER SO THAT YOU CAN inside balcony: Next con- a8 
oe a DUN a WwW EBB gt he Bs testant, comé on down! tr 
Oh no, it seems that 
Dun Webb is located northwest of the Howling Cave. Enter the building Pierre has become 
where people are standing in line. Their happiness can wait; just-pass the next supplicant 
them, Something strange is going on here. This building looks too dark for happiness. 


and grim_to be a house of happiness. Inside, to Your right, is another line. 


NOTE 


Thé chests-contain 


Avsteel ladder is located to the line’s right. Climb the ladder, then take the 
door to your right. & 


The door opens to the outside, the Happy House’s balcony. Follow the G variety of things, 


including a Puzzle 


balcony ‘until you reach the first door on Flint’s left. Open the door and ‘Dike fue Rorte DORE 


ae 
e) 
= 
z 
Zz 
) 
s 
=< 
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enter the-area. Along the path to your right is a Save Point. anda dbhic. 


A black treasure chest is located to 
the right of the Save Point; however, » 
because a wall and a pit are obstruct- 


TTP 


ing your pathrto the chest, you can You can navigate 


only reach it by jumping. Do this by through the-conveyor 


heading back to the door from which belts by jumping over 


you came. With a running start, themor by running 


é f through them. 
_jump over the room/pit (the one in) ga 


_-with a ladder descending below). 
Cs Abc Piece, then head 


&s utside balcony. 
te fe Fg! 
CP 


i see, Ls 


NOTE 

Each spider killed 
usually—but not always— 
leaves a Bone Dart behind. 
So, if you want to head back 
to Deadeye Zach's with more 
darts, hack a few of the 
arachnids, Otherwise, just 
run as fast as you can to 
the stairway. 


} NOTE 
The suction cham 


bers, if they drag Flint in, 
dump him through the same 
chuteas the exit in the con- 
veyor belt room. You'll have 
to make your way through 
the spiders and back onto 
the outside balcony. 


} a: ” ae 
The corridor with the 


hovering platform and 
switch also contains a 
chest, Open it to find 
another Herb. ; 


© [TIP / 
Run from the Vs ; 


Security Control Room and 
the room before it to reach, 
the outside balcony, Once 


outside, head to the right. + 


Go up the ladder and enter 
the door, which is now 
_ unlocked. A treasure chest 
~ with a Puzzle Piece is locat- 
,) 2 ved inside, Once you've col- 
lected the goody, head back 
to. Secairity Control Room. 
Find yo your way back to the 


“room's baleony—thelce 52 


tion where you ctitated t the 
last box switch, 


Exit outside, taking the same door you just 
entered, Continue along the balcony. Take the 
ladder, then continue as far as the balcony 
extends. Collect the Herb from the chest, then 


turn around and go through the door to 


Flint’s right. 


ON THE HApPy House’s 
OUTSIDE BALCONY 
A room with conveyor belts and four treasure 
chests lies beyond the door. Grab the goodies 


Do not leave the same way as you entered. 


Instead, ride the conveyor belt to another exit 


| FLINT MAKES HIS WAY THROUGH 
THE CONVEYOR BELTS. 


The exit is a chute that tumbles you outside. 
Watch out for the spiders and the rolling balls. 
Head to your leftand find the staircase you 


must now climb. 


After taking the stairs to the balcony, climb 
the ladder. Open the door to Flint’s right: It 
seems that Pierre has finally found “happiness.” You'll also catch up with Alexia 


SLAY THE SPIDERS! 


there. Jump below to slay the minions sent to’intercept you. Once,they’re out of 
the picture, climb the ladder back up to the balcony. Head to the left of the ladder 
and follow the balcony leading to the Security'Contro Room. 
a jt fo a3 
“Enter fherSeeurity Control Room, then take 
ari immediate left. Carefully evading the 
spiked balls dropping from above, jump on the 
‘Dox switch. Run toward the balcony section 0 
the ght ofthe oo from which you just 
Is came, end the adder and head down the 
ali fein the ladder. 

: ton then collect 
a bef chest, which is located to 
ras he's ge down the stairs. 


- EVADE A SPINNING: sz 
ae. _ AuTomato 


ra 


A wall barrier is located on the other 
side of the staircase. Knock the bar- 
rier down with a Slide Attack. Leap 
from the fallen barrier onto the hov- 
ering platform. Once on the plat- 


form, jump on the box switch. 


Climb the staircase next to the fallen 


USE THE 7 } 1 
BARRIER TO REACH THE  baryier and activated switch, then 
HOVERING PLATFORM. 


hang a left. Avoid the undulating 
spikes that protrude from the floor 
to reach the next box switch. Jump 
on that switch to open all doors 


within this area. 


NOTE 4 
Enter the open door to learn where Heui'coniehool = 
Alexia is headed After all that talk, ments from your Pixie 
jump off the balcony. Take the exit Ring to momentarily 
GRAB THE PIXIE RING FROM directly across from the wall and slay freeze the enemy 


THE CHEST. f automatons, Thus, you 
the spider, You must then take on 
can get a few free shots 


two cherry bomb-hurling bad guys. Slay one of them. Next, corner one in. with Your sword. 
near the huge marble stone: Grab one of the cherry bombs and hurl it 


onto the stone. Once it blows, kill the automaton. Finally, grab the Pixie 


Ring from the treasure chest, which was previously on top of the stone. 
é ated NOTE of 


A Save Point and 


f | lenish i he Heali . Healing Pad are located 
enemies. You can also replenish its power at the Healing stations. Ridh toa fon AG 


You must place the Pixie Ring in your Pocket in order to use it against 


’ Underground Passage. 
Head back out of this room the same 


way you entered. Go to the area with 
the wall and the green structure 


(where you last saw Alexia). After 


You know what to do. 


ce TP i) 
The three 


automatons often take a 
break and lay down on 


placing the Pixie Ring in your 
Pocket, shoot at the green structure 
to raise the wall out of your way. 
ti 2S. 

Jump on the Mine Shaft Elevator ithe Moor, Stan near, 

dride it d to the h TAKE THE MINE SHAFT them and send a 
and ride it down to the huge room ELEVATOR. Sunburst Attack 
below. Alexia was taken somewhere their way. 


near this area. 


p off the elevator. This area, obviously enough, is called the Mine 
htt the exit to Flint’s left-since the stairways is moment, 


2) TIP Two automatons will greet you. Axe them, 
: r.—5 then continue down th si ntil you see 
Bolster your hit e down the passage until y 


points again at the Save a green statue spewing fireballs. Hit it with 


Point, especially if the some of your Pixie Ring power. This will turn 
three bad guys gave you it so that you can navigate around the struc- 


a pounding. ture without being hit by a fireball. 


THE SHORT STAIRWAY TO YOuR 
LEPT LEADS TO THE NEWLY 
OPENED DOORWAY 


A fireba er statue is ready to greet 
you. Dodge the floating fireball while trekking 
the passagé. Hit the next green statue 

some Pixie power. You want to turn thi 

ture around so that it’s spewing firebal 


toward the adjacent cavern entrance. 


That was easy enough; now it’s time for t 


TURN THE GREEN hard part. You must lead a fireball through the 
STATUE AROUND. P 
cavern entrance into a nearby room. The goa 
is to “trick” the fireball into lighting the ta 
red lantern.in.that room. This is diffic 


because you don't want'the fire to hit § 


a } NOTE 
\ Each time the fireball 


‘hits Flint, it inflicts about 30 
¢ points of damage. © ©" ) 


Begin by stanidipg-wihere the passage first 

_ cooks, _ then bait a fireball into’the crook > 
oe : LURE A FIREBALL INSIDE THE runing and jumping pe Oe phuled P: 
1g £5 F enoo xine passageway. sageway Lead the fireball through the r<s' 
é fic< om aoe? see corridor by using your speed and jumps 


F When you reach the room, ‘sneak behind the red | lantern. The fireball will follo 


@ TI ae Jeiak mt ep ten ‘4 ch pared pay elevator, 
The fireball — J , + rit pl ie el t 
; on the box” 


Fa he levator up, the jump 


~ 


~ ee fairly close to Flint—but 5 ~ 
S cf snot-too close. Notice that it sitch. This abiidelfe of the doorsin i 
© Aravels ina sb straightline © “the Mine Sha - Head back to Hara 
rai t ean f Fes } ef: - wk 
' 


Cor ihr ser 7 Ne “The newly i acteible gral tec 
‘dtp wm c tht saga. Head up the fa 
Aa Mi ¥, a fe sj where they fork, i 


Dae he H: 


This entrance leads to another sec- 
tion of the Underground Passage. 
Head through this area, wary of the 
suction chambers. Open the chest to 
get an Herb, then continue to the 
left. A fire-spewing statue is blocking 


your way. Bait one of its fireballs, 


leading it to the corridor on your 
HEAD FOR THE UNLOCKED : 
PORTAL. right. A tall, red lanternsis located 
: at the end of this*hall. As you did 
earlier, “trick” the flame to light the 


lantern without getting’ burnt. 


Lighting the lantern activates the 
elevator platform near the yellow 
statue. Hop down the shaft once 
blocked by the statue: Defeat the 


spiders and the automaton. Beyond 


the chest is a roving platform. Hop 


RIDE THE PLATFORM TO GET 


THE LIGHTER. on and ride it across the chasm to a 
nearby ledge. Pick up the lighter, NOTE of 
then head back across the other side. Use your Herbs to 


heal yourself if Flint has 
Proceed through the corridor, You'll less than-100 hit points 


see a long row of thorny trees. Use 
the lighter to burn them down. 
Slay the pesky adtomaton and 
spider, then continue through the 


passageway. 


BURN DOWN THE TREES. 


; 


You'll come to a bridge with a spiked: 
ball. Avoid the moving ball!and head” 
into the next room: Activate the box 
switch and hack down the vegetation 
for coins. The switch opens another 
door within the Mine Shaft. 


THE SPIKED BALL ROLLS ACROSS ¢ 
THE BRIDGE, J 


VIZ Xo 


fis 


aye 
Due to the length of 
the Dun Webb exercises, it 
wouldn't be a bad idea to 
head back to the Save Point 


and save your game, 


> NOTE 
The corridor belou 


the box switch is the same 
one that was under the 
bridge with the spiked ball. 


NOTE 
Climb the ladder near 
the switch, A treasure chest 
that contains another Puzzle 
Piece is located on the 
above ledge. 


S Two chests descend 


onto the room’s floor once 
i you trigger the green struc- 
' ture with some Pixie power. 
“One contains a Tonic while 
the other holds an Herb. 


a" p Healing Pad. Hed to that sae 


Head back to the bridge. Instead of just dodg- 
ing the spiked ball, this time also jump off the 
bridge. You'll land within another corridor 
below. Pass the green statue and lantern, run- 
ning past the automatons until you reach the 
Mine Shaft. 


Climb the stairway that forks to Flint’s left 


PROCEED TO THE 
UNLOCKED PORTAL 


and right. Take the steps to your left. Enter 


the newly unlocked door atop these sta 


As soon as you walk in, a stone falls behind you, blocking the door. Another stone 
block is obstructing your pathup ahead. You must defeat the spiders in order for 


the obstacles to disappear. Hack away! 


Continue along the corridor until you reach 
box switch. Jump on the switch to open ye 
another door along the Mine Shaft stairways 
Leap from the switch to the area below, ther 
run past the green statue and lantern to the 
Mine Shaft. 


LEAP FROM THE SWITCH TO 
THE CORRIDOR BELOW. 


Proceed again up the forking stairway. Take 
the steps to your right. The first door you 
come to is now unlocked. Enter, then jump on 
the switch to remove the walls blocking the 
Dun Webb Elevator Room’s elevator. 


Descend the ladder, going back to the Mine 
Shaft. The Dun Webb Elevator Room is locat- 
ed in the same corridor as the Save Point and 


FLINT FINDS ANOTHER 
Puzz_e Piece. 


of - “Lek ,' 


Boost up hs points and save your game, - 
Continue down the corridor. Take th the eentor 4 
platform in the Dun Webb Flea otek ap 


‘to an above room, then av a2) 
Walk across the room | e fy ke 


HE SPIDER BOSS 


c y arachnid has so many weapons at her disposal. First of 
she can spit purple poison onto you or spin a web, which 
cult to jump out of. Furthermore, to make matters 


, some of her little buddies drop in to pester Flint. 
ha 
‘Ther: are some necessary keys to putting this boss in her 
me 
place. First and foremost, you must always attack her in the 


rf face. If you try to jab her in the sides or back, her legs will 
smack you across the ring. However, Flint can’t just go up to 
her grisly face any old time and hack away. You must attack 
her right after she spits her purple venom. Otherwise, her front 


“RUN AROUND THE RING. legs will swat you, delivering around 40 points of damage. 
rey Bt 


Here are some basic tips for taking out the eight-legged monster: 


3 Avoid being attacked. Evade the boss and her minions by 
running and jumping along the edge of the ring. You don't 
want the little spiders biting you—and you definitely don’t 
need the Spider Boss smacking you with her legs! 


3¢ Watch out for the sticky webs. Jump over and out of the 
webs that she flops onto the platform. These are hard to run 
through, so avoid them at all cost. If you don’t, the Spider 
Boss and her companions will get extra shots in while Flint 


A n SMACK THE SPIDER Boss 
is wading through the mess. . 


UPSIDE THE HEAD! 

38 Use the Pixie Ring against the smaller spiders. Sometimes 
the little spiders can overwhelm you. Use your Pixie Ring to momentarily “freeze” them. Simply 
press the Item button (the Triangle button on the controller) and point toward your target. 


3 Dodge the venom. Right after you successfully smack the Spider Boss, she angrily spits a fierce 
attack of purple venom. Unlike the other venom (which looks the same), this version lasts longer 
and has the ability to momentarily chase you around the ring. Using a combination of jumps and 
running, dodge the venom until it vaporizes into thin air. 
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NOTE contains the all-important Elemental Orb, Collect it A wall is located just beyong 
tke the Mini-game 


Take the elevator to a corridor below. Chests are on both sides of the platform. 9, 
bas nt | 
L 


the black treasure chest. Knock it down with a Slide Attack. 
with Mutox the Bull, this one 


has checkpoints. Thus, 


Slay Mephisto’s evil henchmen, the ones holding Alexia hostage. Jump onto the 
rather than starting over g 


= trolley and make your way ot of Dun We b. Looki 8 back, who knew tha 
er Alexia and Flint meet ouey si HCN 


n untimely end, you can happiness could be so lethal? 


n from the most 


nt checkpoint The Trolley Game 

While Flint and Alexia ride the trolley through 

the mining caverns, prepare to begin anoth 
er Mini-game within Alundra 2. The objec 

f the “trolley game” is to dodge enemy 

automatons, spiked obstacles, rolling lum. 
ber, and rocks stashed along'the track—alj 

while trying to collect healingorbs that boost 


your health meter. 


Remember these basic tips and you won't such a long And bdmpy ride: 


3 Hurl boulders at the bad guys who creep in front of afd behind the 
trolley. 


$8 =Bnemies will also try to jump into.a.trolley from an adjacent track 
Using the D-pad, align your trolley next to the enemy car. When the 
henchmen jump, speed the trolley forward, forcing the enemies to 
miss their target. 


$ Duck from the spiked obstacles and jump over the rocks. 
$ Use the D-pad to maneuver through ’the lumber bouncing 
to the track 
Or ou finish the Mini-game, Flint and Alexia find themselves back in 
daylight. Alexia wants to find some pirate ships, so off to Yagin Harbor 


you g¢ 


YAGIN HARBOR 


: You may want to take.care of a few 
DEADEYE ZACH’S DARTBOARD f ‘ N O T E 
errands before making your 5 
££ -¢ If you go to 
way to Yagin Harbor. If Flint has Deadeye Zach's, the staf 
enough Puzzle Pieces, you may there offers you informa- 
want to’ Visit ol’ Jeehan again at the tion on Elementals 


shrine ‘in Toroledo. Also, you may (Pixie, Siren, Dryad, and 


Newt Rings) 
want to use your bone darts at , 


Deadeye Zach's. 


Catching up with Alexia at 
Yagin Harbor 
When you reach Yagin Harbor, you'll 
find that Alexia has gone ahead 
without you. Head down the steps 
and enter the nearby Inn. Alexia 
is.in there talking to one,of the 
townspeople. Let her talk for a 

~ while $o you can explore outside, 


7 


THE SWORDMAN’S SHRINE 


Exit the Inn. One of the nearby pirates drools 
N O ap EH cod TRANSPORTING CRATES 
Th 


over your hand-carved momento from 
'¢ room below 


contains a Healing Pad— 
and a pirate who wants him for a more practical object, a Hammer. 


Toroledo. Have a cow, man! Trade the item to 


you to finish moving Head back to the Inn and sneak upstairs. A 
those crates. Save Point is located between two beds. Next, 
talk to Alexia. She’s just learned that the 
pirate ship is leaving tomorrow. Listen to 


her plan, 


Boarding the Pirate Ship 
Unfortunately, the princess’s scheme back- 
fires. Instead, Flint ends up boarding the ship 
without Alexia. Talk to the other pirates 
aboard. Head into the room if you need to 
heal yourself; otherwise, transport the crates 
to the deck of the ship’s bow (the opposite 


yep Aside from where you begin). « Poot ¢ cow 
7 : 
? f ; 
. 7, “Once you bie all the crates where the 3 
eug Page 58 _ captain wants, the shiptnoeaiiy ie in Puerto Medusa's harbor. Oi, Mateys! 
is ne bade ¥ 
ri? pe at e pe oad A F , “ 

r ‘ ie ie" Chat with the pirates and citizens in th mea. One fellow tells you of three 
rp? ae oe strange ducks that he saw. Malk alons aa too 
p fy “4 hs Fah -along with a few. more people. ( Othe { Bpecy Wish. Listen up. 

7 wee é se de ad / ee a te 
= is if nis as OSS Lees ris fil. a 
f sed I; Py J Enter the Ship Bale Pasi on Flint’ iets ae and go up 
T A ae th adder. The guard we won't le yo te rb cates so head back to 
3 cada ’ the baie eae ) past th ie into the sécond building on 

f f ae 
i ave guard duty: 


Once the pirate leaves, walk onto the 


that part of the attic floor section TIP 
Purchasing the 


Broad Sword is a good 


that looks ready to cave in. The wood 
gives way, allowing you to fall into a idea. Ifyou don't have 


room below—the one you couldn't enough money, break the 


access just a moment ago. Talk to piggy bank in the Item 


guy and learn a tad bit of infor- Step Geeta sii 


about Mephisto. 
SWITCH PLACES WITH 
THE PIRATE. 


Inn and head into the 
ding, which contains the Item Shop and Restaurant. Enter 
the Item Shop. Although the customers are complaining about the shop- 
keeper's merchandise, he does have some good stuff. In fact, you can buy 


the following here: 


Herbs 
Tonics 
Lorien Nuts 
Small Life Crest 
Broad Sword 

Howdy! 


Small Shield Yo went me to sel yo en tem? 


H 96 3 3 36 36 


Two more rooms are located beyond 
the Item Shop sales floor, Open the Buy THE BROAD SWORD FROM 
Shop’s backdoor and visit the little 


THE SHOPKEEPER. 


girl. Exit that room to another area. 
A blacksmith promises that he'll give 
you a top-notch Valar Shield if you 
can bring back a piece of Elf Steel, 
Dwarf Stone, and Vita Stone. Next, 
exit from the building via the Item 


Shop door. 


Since you cannot go into the A WELL RESTED FLINT WAKES. 
Restaurant, head out along the 

cement pier that spans directly across from it. This path leads to the 
Lighthouse. Speak with the Lighthouse guard, then head back to the Inn. 
Purchase a room for the night. 


Head for the Restaurant after you wake. The place if finally open! Mingle 
with the crowd. It seems that everyone’s buzzing about the entertain- 
a the princess singer. In her bikini, the new act works her 


< 


Too bad the patrons recover from their senses 
so quickly. Once Flint tries to leave the 
Restaurant, everyone thete recognizes him. 
(The wanted poster with his picture on it 
doesn't help matters.) After a bit of a rumble 
in the Restaurant, Axelya saves the pirate 


hunter-with her quick thinking and 


charm. Follow her outside before re- 

charm. Follow her outside “7 AXELYA PERFORMS IN THE 
tering the Restaurant RESTAURANT. 

lead rant staircase, then exit fi e backdoor. In the next room, 
e the door to your'left. This portal leads outside. F ceed northwest along the 

sandy cliffs, Talk with the guard,then enter the Gold Badge Testing Center. 


The Gold Badge Testing Center 
Prepare to earn your Gold Badge. Hurl the 
crate over the ledge into.the large room below. 
Two wooden platforms are located on the wall; 
one of them has a crate on it. You must’posi- 
tion the two'barrels and two crates so that 
you can reach the crate: Do this by coordinat- 
ing them in a step-like manner. Place the 


objects in this order: crate/barrel/crate AN ATTENDANT GUARDS THE 
GOLD BADGE TESTING CENTER, 


and barrel. 


Once you reach the third crate, hur! it down 


from the wooden platform. You will need tw: 


Make sure that the j 
barrel (the one supporting barrels and three erates to reach the treasure 
both the crate and barrel) chest. Stack the objects in a step-like order 


offers a small amount of crate/barrel/crate and barrel/crate. As in the 


space for Flint’s feet’Once ~~ 
You jump onto the barrel, 


previous formation, you need a crate and 
barrel stacked upon a barrel here as well 


OBTAIN THE THIRD CRATE.” | After collecting the Puzzle Piece from th: 
chest, use the nearby exit. Chat with some o 
the flaky pirates: When'you see the next builé 
ine locate ils door, then enter. Volunteer (o 


you can leap onto the crate, 
then the barrel. - 


For additional support, 
use the walll to brace the l “try ry the new security system, Navigate through 
step-tower that you build. > the frespewing s statues and spiked balls to 


7, eka the upper level. 


REACHING THE TREASURE CHEST. ve. 


“sa ee a 


Exit to another room, Collect the Tonic from the chest, then enter another NOTE of 


room. Place your Pixie Ring in your Pocket. Run up the ramp, then quickly One of the chests 

head back down before the fireball hits you. The trick is to have the chest contains 200 Gold. 

spit the fire onto the lantern hoisted above you. Another spits fire at you. 
Be careful! 

Quickly run by the chest and jump 

over the abyss. This is why you 

needed the Pixie Ring. While in mid- 

air, press the Jump button to make it 

onto the other side, Grab the Puzzle 


Piece from the black treasure chest. 


Jump onto the platform withthe 


JUMP OVER THE ABYSS. lantern, then leap off and head up 
the ramp. This scheme works the 
same as the last, except this time you need to rush away from the chest at 
about the same time the platform is elevated at its highest point. 


Otherwise,the fireball will miss the lantern. 


Continue down the passage, evading the boulders. Enter the next build- 
ing, then dodge the falling decanters, rocks, and spiked balls. Exit the 
building. Milena’s guards congratulate you, then award you the Gold 


Badge. You now have clearance to Milena’s Mansion. 


| -MiLrENA’s MANSTON 


Enter the pirate leader's Mansion. 
Climb the stairs to enter the palace 
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Courtyard. Next, watch the animated 
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movie clip that introduces you to her 
character. Explore the courtyard. You 
can enter the pirate’s headquarters 


only via The Underground Passage to 


Milena’s Mansion, NOTE 
THE MANSION ENTRANCE The steps on the 
Walk to the courtyard fountain. Proceed opposite side of the 
Mansion entrance lead to 
fixture, through the 
publ down the cliffs to the 
entrance in the hedges. You'll see a Seagull Ruins, 
gazebo and attendant in this area. 
The Underground Passage entrance is 
located just northwest of the gazebo. 
a 
etted 6,7 ee 
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Tale 

The green creatures 
do not attack; however, once 
you kill the creature, it mul- 
liplies into smaller versions 
of itself. Hack away at them 
until they’re gone. The 
Sunburst Attack works really 
well for disposing more than 
one of these creatures at a 
time. 


wf TEP 

You can utilize the 
barriers as defense against 
enemy creatures. Simply 
stand near the barrier.and, 
as it’s raised, hack at the 


creatures standing nearby. 


P f 
your sword. Blocks momentarily appear.” 


The Underground Passage to Milena’s Mansion 


The attendant allows you to pass, so enter. The first room contains a Healing pag 


a Save Point, and a chest. You know what to do. 


Jump down the hole. You'll land in a room 
with snake-popping decanters. Avoid the strik- 
ing Cobras and head to the exit on the north- 
ern side of the room, Slay the two creatures 
roaming this area. The Hump-Backed Boar 
bucks up and down like-a bronco. Use the 
Pixie Ring to freeze them momentarily so you 


can get some easy shots. 


Proceed down the corridor, evading the fire- 
ball launched from the nearby chest. Also, 
watch out for the undulating barriers. Timing 
is the key to avoid being hit by them. Make 
your way past another Hump-backed Boar, a 


green creature, anda fireball-spewing chest. 


Enter the next room and hit the switch with 


Proceed up the blocks, using them like steps, : 
until you reach the door at the top, The key iss 
to avoid all blocks with rusty brown edges— 

these are dead ends. However, most of the (+ 
blocks with gray edges lead to the portal. } er 


EVADE THE POP-UP SERPENTS, 


THE PIXIE RING FREEZES 
A Boar. 


Exit via the top door. The next room 
contains two Hump-back Boars and 
a green dude. Freeze the Boars with 


the Pixie Ring so they don’t over- 


whelm Flint with simultaneous 
at ou slay these guys, 
Fli e next room where 
you can | points at the 
. 7 REACHING THE DOOR AT THE 
Healing f e Save Point 


TOP OF THE ROOM 


RUN THROUGH THE 


paAC SSHLEOAES AROUND) UNDULATING BARRIERS. 


Advance through the undulating barriers. Grab the Elixir from the 
treasure chest, then continue along the path, dodging more undulating 


barriers and spiked balls. Take the exit.to Kinokodile’s lair. 


INOKODILE BOSS FIGHT 


NOTE 


Sometimes two 
gray-edged blocks 
appear on opposite side 
of the step you're on 
Only one of these.blocks 
however, is correct, One 
block leads to a brown 
edge block while the 
other gray-edged block 
leads to what you're 
looking for—another 


gray-edged block. 


Flint is locked inside a dungeon with Kinokodile, the only 


crocodile you'll ever see with fungi growing on his back. 


After each successful attack mounted upon the reptilian 


boss, this huge mushroom releases poisono 


spores into 


the air. To beat Kinokodile you must avoid his snapping 


jaws, his sharp-plated 


FIGHTING THE CKOCODILI 


s, and the spores. 
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He xote 
A black treasure 


chest is on top of a statue, 
butyou can’t access it with 
’ the Siren Element: 


. 


Kinokodile is vulnefable in one spot—the sides of his abdomen—and 


at specific times, like Wi. ll he’s rammed himself into the wall. 
n outrun the giant lizard. With 


do aan to him only by ae im in the area between his front 
and back leg. If you try to hit him anywhere else, his sharp, hard-plat- 


ed scales will wound you instead. 
$ Quickly back away after stabbing the Boss to avoid the poisonous 
spores released from the mushroom. 
Do this several times before Kinokodile blows up in a poof of 


blinding light. 


After conquering the Boss, a piggy bank and black treasure chest are 
dropped into the dungeon. When the piggy bank shatters, quickly grab 
as many Gold coins as possible. Next, collect the Big Life Crest from 


the chest. 


Continuing Through the 
Mansion’s Underground 
Passages 

Hop onto the platform, taking the 
elevator up to the next level. You'll 
notice that the elevator takes passen- 
gers to the two entrances. Take the 


entrance closest to the floor. 


FINALLY, ANOTHER BIG 
Lire Crest! 


Hack away at the green creatures ~ 
until they’ re all gone, Another corri- 
dor conjuncts withthe one you're 
on. To the right of the three blue” 
statues is a ladder, but atarrier 
Prevents | you from advancing any. 

+ higher, Instead, head eft of the 
three statues,” A OF, 


Enter the portal, then jump into 

the room below. Once Flint slays 

the green creatures, the platform 
elevator begins working. Hop on it, 
then leap from the elevator to an 
adjacent wooden platform. Watch out 


for the rolling boulders! Hop along 


the steps until you reach another Leap to an 
, “aad WATCH OUT FOR ? 
wooden platform. adjacent wooden 


THOSE BOULDERS! 
platform to reach a 


A small block is located at the end of chest, It contains a Tonic. 
the wooden platform. Jump on it to 
be taken to another screen. Slay the 
creatures in the room so that the 


elevator will work. 


as Tals ee 


Jump on the elevator. The next exer- if you eri verte 


cise involves leaping from wooden self running low on Pixie 


LUNGE OFF A GREEN BLOCK 
platform to platform. However, you ONTO A WOODEN PLATFORM. Power, don’t worry. When 


can do this only by using your Pixie Flint remains still, his EP 


_ lowlt v7) . This 
Ring on the green blocks. When you shoot.a block it momentarily levi- pee Care 


[an A may take a little while, 
tates. Jump on a levitating block, then lunge from it onto a platform. 


but it beats wasting 
While you’re doing this, don’t forget to loot goodies from the two chests Lorien Nuts. 


in this room. 


The Upper Rooms of the Mansion 
Exit through the huge opening near the top of the room. This takes'you 
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to a rather comical area called Milena’s Room of Punishment. An unfortu- 


nate pirate is being tormented by bull-licking. Leave the room. 


Talk to the pirate cleaning the chim- 
ney. Leave the room, then chat with 
the two guards. This upstairs area 

" contains two more rooms. One con- 
tains'a maid, the other Plint's ‘ 
biggest fan. Tell the clapping girl 
named Kate who you are. Learn 


. what you can about the Mansion. 
Two BULLS LICK A 


PIRATE'S ARMPITS. 


Go back to speak with the chimney-swe 
FLINT MEETS HIS BIGGEST FAN. —_ivate He needs the maid’s assistance 
visit her next. She won't come. Tell the 
that she’s upset so he'll leave the room, the 


enter via the fireplace. 


Descend the ladder and you'll come out of 
in ce. Chat with two more pirate 
wr opposite the fireplace. Waj, 


intil you reach another doo, 


The kitchen contains a boxswitch. Jump on 


to remove the platform, Jf you climb d: 


hole, you'll be in the Cavern corridor that 


THE PALACE IS CRAWLING 
WITH GUARDS! tains the three blue statues. 


Proceed from the kitchen to the dining area 
Two pirates are looking forone of their own 
Enter the fireplace and talk to the pirate 
ing there, then head hack to the dining a 
and sit wily the two pirates again. 


¥ 


After the search party rustles up the hiding 

pirat go back into ‘the fireplace. Ascend th 

ladder to the next level. You'll come in 

Milena’s Dressing Room. Proceed to the next 

room to save'your game at the Save Point 
Peay 

Return to the Dressing Room. A well-lit ¢ 

wayrleads to the. gicide balcony. Roam the 

balcony, then cli ) the bright-colored 

stalk on! eet, another stalk of 


ACTIVATE THE 
KITCHEN SWITCH. 


THE DRESSING ROOM 


NOTE of 
A treasure chest 
containing a Puzzle 
Piece is located on the 
balcony, You can't see the 
chest, but if you press the 
- . Action button when Flint 
| THE MYSTERIOUS BELGAR walks over to the far 

COLLECT THE PUZZLE PIECB 


ENTERS THE PICTURE. / right side, the Puzzle 


Piece is placed in your 


An animated movie featuring Mephisto, Milena; and Belgar appears. Watch nb 


the clip, then send Flint to the Restaurant. Shay the wizard’s henchmen. 


Bring out the popcorn. A couple more clips are shown, developing the 
plot further. 


O-CRAN CAVE 


Flint is washed upon an island shore. 
Talk to the guy who discovers his 
waterlogged body! Find out N this 
fellow is and how he got here, then 


__ TIP ae 
The island resi- * 


dent sells merchandise 
for a living. If you have 
enough money, buy the 


head into the cavern and save your 


game at the Save Point. 


The room with the Save Point and Small Shield from him. 
Healing Pad‘contains several exits. TALK WITH THE CASTAWAY WHO Also remember that you 
These lead to various areas of the sea DISCOVERED YOUR BODY. carr collect coins by hack- 
j : : ing down the vegetation 
caverns. For now, take the exit closest to the Save Point. This room con- that sprouts throughout 
tains camouflaged ‘ghosts wandering, the area. Slay them and their off- the caverns. 
spring. Collect the: 500 Gold from, the treasure chest, then use the Pixie 
Element.on the green 1 crystal cylinder. Jump on the box switch, and the 
doors will open. 
Proceed through the newly available NOTE 
ait, then shoot the’ green cylinder’ Shooting the green 
d 1 th idl a oy cylinder reveals the 
and slay the camou age creatures. “sbitch only for @ 
Take the exit on the opposite side of moment, Quickly run to 
the green crystal cylinder. the opposite comer of the 
room and activate the 
The next exercise is not as difficult bax switch. 
as it looks. First, shoot the green 
ACTIVATE THE cylinder so you can see the yellow : ge 
GREEN CYLINDER. at? ott ach : 
’ “* - / ws t 
ay * ‘ ¢ fe * ° - ’ ‘ ’ ' 
v 4 re Yr t f ? j 
> ae ¢ i Bbc i ee 


statues and ghosts that populate the roor, 
Exterminate these apparitions, then stang 


Eb ee 


Luckily, only 


near the locked sliding doors. The fire-spe,, 

ing statue will send a fireball that way Guid 
one of the statues spits 
fireballs. Don't try to guide 
the fireballs through the 


maze of other statues. 


the fireballs to the two nearby lanterns. T} 


Mt 


in turn, opens the sliding doors. 


ad, wait for the Advance through the open doors. The next 


ball to come to you. f STAND NEAR THE room, at fir earance, contains only j 


SLIDING DOORS. . 
eylinde ot the cylinder and a sig, 


gree 
NOTE wi e 
e NOTE will appear in the opposite corner. Its message r¢ wing and leave this 
EP obap ee hungry Earth! The cryptic verse is advice for opening the room’s sliding doors 
Spewing yellow statues ar , j 7 ‘ : 
oe 3 Jump, then while still in the air, press the Jump button again. Hold it down for 


viewable only momentarily 
after shooting the green about ten seconds. Taking wing opens the portal. 


cylinder. 


SENIOTT Se 


The Pixie Ring allows 
Flint to hover inthe air only 
when the element is stashed 
in his Pocket. 


When swatting the READ THE SIGN. TAKE WING! 
eyeball ghosts, stand some 
distance away So that they 
don’t touch you.Only Flint’s 
sword should make contact 
| with these beings. 


‘ wed 
Fg 9 You do not have to kill 


all of the blue eyeballs to j 
win this scenario, 


a : : EYES WITHOUT A FACE DODGE THE RED 


A $ NOTE -— - BYE’S FIREBALLS. 
j we The red eye can shoot Run through the open door, wary of the that in the tal he room. These winged 


fi alls and ict d 
i ed times Wibwibee fs: eyeballs are better fighters than. thany their, Bhostly counterparts. A ring of blue 
blue eyeball: eyeballs orbits a giant red eyeball, ‘Swipe each of the bi blue monsters, saving the red 
Be fe : one for last. IS Fmt ae 
ae 4 F a 2° #9 (7 : 


Head into the entrance next to the 
one where you began your last 
spelunking expedition. It’s located 
to the immediate right of the stone 


edifice with blue doors. 


Enter the room and read the sign, 


The inscribed message is rather 

cryptic: Red> Yellow> Blue> TAKE THIS ENTRANCE. 

Yellow> Red> Yellow> Blue. 

Howeve s really quite simple. The colors refer to the types of statues 

Flint should encounter if he takes the proper path through this section of 

the caverns. 
Take the exit ‘to the left of the sign. 

sso aimee NOTE 

Watch out for the two lizard-like If you shoot the 
raptors. Use your Element to green cylinder with the 
momentarily freeze these quick- Pixie Ring; red statues 
footed reptiles. With the’a little appear in'thenooin's 


7 corners,.This is thé first 
maneuvering, slay the sword- ; 
room applicable to the 


toting-enemies, then continue sign's message. 


RED STATUES ARE LOCATED IN to the next room. 
THE NEXT ROOM. 


Slay two more of the Muteppos. 
This chamber, by the way, contains 
yellow statues. You Can’ see them by 
hitting the green cylinder with some 


Pixie power. 


Continue to the next room. Clean-up 
the Muteppos, then view the blue 


statues. Thedoorway opposite from 


FENCE WITH THE MUTEPPOS. 
the one you/justventered is aipuzzle NOTE 4 
ld 


NOTE: Flint shoul 
curréntly be inithe room 


dead end—at least at this-point. 
Flint instantly falls back into the 


room with the sign instructing him 


with blue statues. Thus 
far, you've completed 
as to the order with which he should nearly half of the puzzle. 
proceed through the rooms. Flint has traveled from 
Only three rooms with different col- aichamben unlh red, slat 
ee 3 ues to one with yellow 
ored statues exist in this-stretch of ‘ 
Statues to one With blue 


THE ROOM WITH THE the caverns; howevep al} the colors statueseHethgs to finish 
BLUE STATUES you need to complete the puzzle f ot the reskof thé\pattern— 
| het ae we ees! cy f¥ed, yellow, and blue) are foyind in” - yelloupto redito, yellow | 
| 44 f Ty PPR es 4 fF " OPP to blue J 
se rooms. The sl ion, therefore, involves traveling to and from theses - 5 7 


4, py y ‘oe / Pe 
three chambers to complete"the patternidesignated by the sign, vz ms ime fy et," 


: _ . 


Head back to the room with yellow stat 1é 


§ NOTE putting more raptors to rest. From ther 
You must Squash the 
Muteppos without dying or 


h 
eing knocked into another 


go to the room with red statues. Navigate 
back to the chamber that contains yellow 


: ; - s, and from there, head te 60 
room. If you fail, you are statues, and fro e, head to the room 


taken out of sequence and with blue statues 


must begin the process all 


over again: After cleaning up the sword-toting raptor 
USE THE MONEY WEEDS AS exit the chamber with blue statues. Take th, 
REFERENCE POINTS. . . 
TTP doorway witt noney weeds near it, 
Sometimes battles can 
disorient you, forcing you to The next room contains a sign. Read it. 
take the wrong exit. Silence conquers all is the message. You may 


Remember that the money ask yourself, “What does this mean?”—but 


eed: e e ; 
ese? onion not out loud, Stand absolutely’still even when 


exit in each room. In the 


Chainberwith Fed'anies the three Muteppos approach you, and you'll 

they can be found only near find out. 

the exit that leads to the 

room with yellow statues, In Enter the next room and take on the eye guys 

the chamber with yellow again, The blué eyes hurl unlit cherry bombs, = ae eee 


statues, they are located 
near the exit leading to the 
room with blue statues. 


while the red-eye ghost spits fireballs: Flint 
must do the following to win: 


1. Pick up a cherry bomb. 


2. Use one of the fireballs spewed by the giant eyeball to light the bomb. 
= VOTE 3. Jump toward the red eyeball ghost as.it approaches, then hurl the bomb at it. 
Do not move after 


you read the “Silence The bomb must detonate in the air, just as it 
conquers all” sign—not even hits the red eye ghost; otherwise, the beast 
a litle bit; otherwise, the still flutters about. The key here is timing. 
raplorsiLisuatiylctacla ois Just avoid the fireballs and’don’t wait too long 
; Also, if you decide to kill the ‘ é 
: VgteipasbeltrMateap 4 to hurl the lit cherry bombs—no more than 
} stil, the door won'topen= _ j | two seconds—and you'll have/all the fime you, 
not even if you're still for need to perfect this i oie fo 
J an eternity! . f ree) en Oe 
Ke as aah Collect the change, then | grab t the goodies _ BATTLE THE BYEBALL GHosts 
1 > NOTE from the treasure chests. Head back to the. ; y 
AB As.with the previous cavern lobby (the area with the Save Point and Healing Pad) 
contest, you do not have hr pea re c 
fo kill thé blue eyed ghosts _ There are two exits near the Healing F Pad. Tare thee that’s located to the north 
- to win, Apt the bigred- _west corner of the lobby. Shoot Ses ra Jap at the green cylinders so you can 


eyed one. ae ial _ see the torch and ante: ight he ; Gall red ntern with the ; keg This action 


YET ANOTHER 
FIRE-SPEWING STATUBI! 


LIGHT THE RED LANTERN WITH 
THE TORCH. 


Head thro 
Shoot the gre 


way to the next room. Another fire-spewing statue! 
ystal with the Pixie element to initialize some arrow 
flinging, Guide a fireball so that an arrow pierces it. The flaming arrow 
then needs to light the red lantern. Once the lantern is lit, the door 
opens! 


Proceed to the next chamber. More fireballs! Lead the yellow statue’s 
flaming breaths onto the red lanterns, an activity with which you're 
becoming all too familiar. Successfully completing this exercise, as you 


already know, opens the room’s door: 


Shoot the green cylinder to view the room’s contents—monsters and a 
box switch. Don't raise your sword at the beasts. Instead, quickly jump 


on the switch to open the chamber’s door, Consequently, the room's 


inhabitants will disappear. 


THIS ROOM CONTAINS FOUR ANOTHER BATTLE WITH 
GREEN STATUES. THE BYB GUYS 
The next room contains four green statues and a box switch. The trick is 
to turn the statues so that they do not face the switch, Use your Pixie 
Ring to do this. Once the statues are facing properly, jump on the box 


switch. The room’s door then opens. 


vance | the next chamber. More,eyeball ghosts are waiting. As with the . 
ce Sealants the goal poe to kill the big guy, The'eyes aye hurling “ap ’ al 
upon poor Flint. Stand undér the red eyelsshadow Catcha bamb, then @f 
P, launchd the ch cherry b om upon the ever-watchful creep As tan you “aaa } 

r . ' J 
the 4 eye, dome ‘Roce goolesare dre dropped. a ¢ 1/® 
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You probably have 
quite a bit of change in that 
Pocket of yours. If you're 
running low onitems, visit 
your friend outside for more 
useful stuff, 


S NOTE 


more than three time 


do, the block disappe 
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After collecting the Key, Tonic; Lorien Nuts, 
and Gold, backtrack to the caverns’ Healing 
Pad. Boost your hit points, then prepare to 


enter the last of the four lobby entrances. 


TAKE THE BXIT NEAREST To 7, 
HEALING PAD } 


Take the exit closest to the Healing Pad. The 
room contains several green blocks. You must 
arrange them in a step-like manner so that 
you can reach the switch. Use your Pixie 
power to do this, Jump off the top block to 
activate the switch. This action opens the 


room's door. 


Enter the next chamber. Shoot the green 
cylinder so you can view the platform, which 
supports a box switch. Jump on the switch to 


unlock and open the door. 


Go into the next room, which contains three CLIMB THE GREEN BLOCKS, 


green blocks, You have to arrange these 
objects in.a step-like manner so Flint can 
reach the switch. Ascend the boxes and jump 


on the box switch, 


Carefully, make your way into the room. The 
area contains several invisible creatures. 


Quickly shoot the green crystal cylinder to 


the left of the entrance so you can see them. 


THE SWITCH IS LOCATED ON 
THE PLATFORM. 


After all, it’s hard to beat what you can't’see. 
Once-you slay them, the door opens, Enter, 
preparing fois one last battle with eye guys. 


Fh pods | / 


_ THE BYEBALLS ARE SHOOTING Hy fi 2 


ASSES) IN ‘THIS | SCEN. 10. 


ARRANGE THESE GREEN BLOCKS 
INTO A STAIRCASE. 


a c 


Instead of spitting fireballs and hurling cherry bombs, these‘€yeballs-use 
lasers. Dodge the lasers and jab the ghosts with your sword. It’s best to NOTE of 


quickly maneuver yourself behind one, then let them have it. Just make To win, Flint needs 
only to kill the floating 


sure that only your sword comes into contact with them. 
red eyeball. 


Collect the goodies—more prizes for defeating the eyeball creatures. 
Backtrack to the lobby area, then use the Save Point and boost your hit 
points at the Healing Pad. Use the four Keys in Flint’s possession to open 
th ue doors within the’stone edifice. Enter and chat with your 


bud | Prunewell, to learn about the royalty’s secret headquarters. 


THE DUNGEON 
The Children of the Crown try to 
seize Varuna City from the evil 
Baron; however, the attack is very 
short lived, Flint and the others are 
arrested. To cut your stay short in 


the castle dungeon, chat with the 


other prisoners. Things seem hope- SOCIALIZE WITH THE OTHERS 


less, but wait—you’ll quickly find a a a aad 


yourself escorted to Diaz. Unfortunately, you find out that the Baron has 


NOTE 
Gwaba is a fairly 
big foun. There aresome 
folks you musttalk to 
(like Zeppo and his kids) 
and things you must do 
LL Gwara T OWN (such as board Zeppo’s 


ship), but there is also, 


developed some insanely diabolical plans. Soon, you must make your way 
to Gwaba Town to see some guy named Nunugi. 


After leaving the castle dungeons, 
talk to Nunugi on thevbridge. Doing 


much to explore. You 


don't have to do it in the 


so will add a goodie to your collec- Mae Wesatledinete. bur 
tion. Then scoot over to the side itsure wort hutht. 


path, enter the cave, and duck into 
the house of Roswell the Sage. He 


won't give you anything now, but ie Pg 
you'll return later. Once the conver- The asking price of 
Nunusi the Puzzle Piece (ie. all 


sation is complete, return to, and 


. your money) remains 
cross, the bridge. : 
: 7 constant. So, if you visit 


the girl with 5000G in 


d to oh the Item Shop on the west, side of town. You ee to pick up chet; that's what the 
a 15006 sh (at and any Tonics or Herbs od you cam al 1. With your liapeplece &: Myou visit 


= 


2 intoythe house pext fo >the Item-SHoprand talk'with the @f her with 5 soll @ 
on ee nd Se: She'lsell you Pile Piece for allfour Money. e she U ask. % f 
oe : big 
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Return to the Gwaba Town Hall and talk wit, 
Ruby on the first floor. After the conversatioy 
exit the door on the right (as you are facing 


the counter). 


SPEAK WITH RUBY, IT APPEARS 
THAT SHE HAS ALREADY TAKEN 
j HER LOVE TO TOWN. 


There’s an Inn next door. Enter, bound 
the second floor, and save your game al th 
Save Point. Return to the lobby (the first 


floor) and enter the room to the right-of the 


counter, Share some phrases with Al, and then’ | 


TALK WITH AL 


return to the Town Hall to once again speak | 


with Ruby at the Inn. 


Now it’s time to hike over to Old Lady 
Jessica's house to discuss future plot twists 
with Ruby’s brother. Once you're finished 
return to the Inn. Talk with Ruby and Al and 
your chatting time will be over for the 


moment. Cruise over to Linda's house 


southern sector of the town. You'll find 


small platform lift that will take you t: 
Linpa’s Houss room—there’s a chest and a bomb on one 
end, and a torch behind a barrel and block or 
the other end. Throw the bomb at the flame and grab the darts in the corner. Leave 
the other chest for now. 


Hevote J Head up to Linda’ s roof, jes cross over to, 
Between the jaw flap- 


the next hose and you'll see Zeppo and his 4 
two kids leaving the Tabane. Return't to 
Linda’s feiee! and exit. Zip Ger to the Item j 


ping sessions, you may want 
to do a little sight seeing. In 
the most southeastern house 


3 «there's a present waiting on Shop and chat ‘with Zeppo. After the © y 
the second floor. Near.the 4 conversation it’s time to return to town hall, f 
pears, pl cxtity _ so exit the town and head to thei. rc 
house; a puzzle piece wails 7, ek 
on its root bRefern ‘iB Rowell the Sage. seven | Zerro AND Comrany 


1 up the Six 


and the treasure chest to boost you to the large stones. Snap up the puz- 
zle piece and return to Town Hall. Exit Town and take a left, then walk to 


the dead end, take a right, and board Zeppo’s ship. 


SUNKEN SHIP 


Okay, now that you're onboard the 
ship, head to the chest-shaped room 
nea and save your game at 
the Save Point 

Make sure e Siren Ring 


in your Pocket, then jump off the 


plank near A! to begin your journey 


THE SAVE POINT 


to the sunken ship. Tap the Jump 


button to swim. 


Blast the blue stone chalice with 
your Siren Ring. Doing so produces 
a’bomb that is most eager to follow 
you. Head. toward the stern of the 
ship, bomb'in tow. 


TO YOUR OBVIOUS CHARMS, 


FOLLOWS YOU TO THE STERN 
OF THE SUNKEN SHIP. 


At the ship’s stern is a pair of 
boulder/stones. Use the bomb to 
destroy them, then enter through 
the deck of the ship. Follow the pas- 
sageway, but-be wary of traps. 
There's a chest with five Bone Darts 
at the end of the passageway, Return 


to the deck of the ship and re-enter 
pty ake through the other entrance that you 


blasted open with the bomb. 


Swim straight-ahead into the next room. Once inside, you'll need to 
ve q icky’ in order to dodge the underwater arrows. Hack your way 
ejseaweed and continue down. Alternatively, you b caygash 


sig A 2: wz f . 


« £ 
ys Cries © Wey, z : 


0G in thatpassage. If ange do,1 reparn td this point Bpiore a 


ad ap 4 


TIP 


After reaching 


the ocean floor, scarf the 
Lorien Nuts on the far 
right and the Herb on the 
left. Hey, it’snot.much, 
but every little bit helps 


TIP 

Before moving © 
on, you may went io 
take a minute to explore 
the smaller passageways 
You'll find more Bone 


Darts (5) and some 


hn cme eh 


Cal 


nas be UA 


Once past the seaweed (having returneq fie. 
TIP your exploration), zag to the left. You’) 


Unlike the blocks on 
the outside of the ship, you'll 


discover another statue, Smack it with th, 


Siren Ring and it will spewa bomb. Use the 
need to manually detonate 
bomb to destroy the boulder on the right 


Fj 
this bomb. Do so by placing - 


the bomb near the boulder, of the room. 


id then hitting the bomb 


ren Rin 
Siren Ring. 


Zip into the room on the right, carefully 
SMACK THE BOULDER. voiding Ue ng balls. These harbingers of 
pain ci j te a hurting on poor Flint, 

These, however, are not the only structural pro hat Flint will face—running 
through the subsequent passageways you'll need to dart around the collapsing 


walls, as well, 


Follow the hall to the end and dive down. Yet another statue awaits here. Blast it 
with the Siren Ring, then use the bomb (you know the routine by now) to destre 
the boulder on top of-the statue. Duck into the room on the right and save your 


game at the Save Point. Gee, you think there’s a Boss coming up? 


EEKER BOSS FIGHT 


Although certainly a challenge, you’ve no doubt seen worse. First off, your 
sword won't hurt this finned monstrosity. Accept it and move on with your 
life. The statue is the key to victory. Zap it (the statue), and then stay in front 
of the bomb until the Seeker bites it. Now hit the bomb with your Siren Ring 


and the Shark Boss will get a major stomachache, Rinse and repeat. 


After a few bomb bites, the Seeker will get mad and use its sucking breath 
attack. Hide behind the statue and dodge the storm of debris. Shoot the 
statue and the newly formed bomb will be sucked into the Seeker’s mouth. 


Detonate the bomb and it should be time to say goodnight to Mr. Shark. 


Scarf the chest’s contents and get the heck out of Dodge! The ships will 


fall apart. You must avoid the debris and make your way back to Zeppo's ship. 


Once you're safely ensconced on the ship, head to Zeppo’s cabin. Sit and chal 


with the pirate for a while, and then watch, mouth agape, the following scene. 


THE SHARK BOSS FIGHT Man, have you ever seen anyone build a raft that quickly? 


SEAGULL RUINS 


Since you have the Seagull Ruins Key within y 


our possession, navigate 


the raft to the infamous Seagull Ruins. 


- 


USE THE SIREN RING AGAINST 


JUST OUTSIDE OF THE 
SEAGULL RUINS 


EXTINGUISH THE 
BLUE LANTERNS. 


A BLUE STATUE. 


catia 


Using your Key, the golden vault 
door will now open. Enter and shoot 
the lanterns with the Siren Ring. 
This will put out the fire in each, 
Opening the nearby door. Continue 
to the next room. Slay the enemies 
waiting there and the barrier will 
disappear, allowing Flint to 


descend below. 


Continue through the corridor, 
climbing the stairway, then the 
ladder, Step on the box switches to 
open the next door and head into the 
adjacent chamber. Vanquish the foes 
stationed there, then continue. 
Whoa! More fireballs! Destroy the 
two blue.statues with the Siren Ring, 
then jump on the switch that 
descends’to the floor. This opens 

yet another door, Advance to the 


next room. 


NOTE € 
The two. Warehouse 


rooms include another 
Mini-game, this time 


involving decanters. 


af EP = 

Now that you 

have the Siren Ring, 
don't forget:to go to the 
Underground Passage to 
Milena’s Mansion. You 
can use the Element to 
attain the black treasure 
chest situated on one of 
the three blue statues 


NOTE § 
One of the materi- 


als necessary for attain- 
ing the Valar Shield is 
located in the Seagull 
Ruins. Keep your eyes 
open fora treasure 
chest that contains 
Dwarf Stone. 


NOTE. “€ 
As with the other 


Elements, In order to 
use the Siren’ Ring it 
must be placed within 
Flint's Pocket. 
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NOTE blue lanterns. The exit is now available. Proceed through the newly opened doo, 
ou must activate the 


Switch adjacent to the 
entrance to put the statue 
in motion. the goodies. 


} Hop on the elevator. Use the Siren Ring again, extinguishing the fires on the 
} 


Destroy the stone statue to create another exit. Head to the next room. Again 


destroy the stone statue, revealing yet another exit. Don't forget to collect 


Licxity, Xuhun’s a SAVE Next, head into the room with four floating 


Pee POINT IN THE RUINS. blocks. This time you want to protect the 
Situate Flint between 


the floating blocks so that his 


statue. Prevent it from hitting the ground 


head u poate the state. Once Flint guides the statue to the switch, 
That little guy sure is tough! you can grab the Puzzle Piece from the blag 
treasure 
Advance to the next chamber and head to th, 
left. Ascend the stairs and board the elevato; 
making your way to the switch. Activate the 
switch, causing the platform to disappear. 
Descend below to the Save Point. You know 
what to.do, Continue walking until you find 
another door. 
Walk toward the left side of the room. A box 
‘ - Switch ‘is located in the corner. Jump 
ay é then hop on the conveyor belt. Jump on the 
r / f VED A next blue box switch, then get-back on the 
A an bell, heading to the other side of the ro 
¥ hd from which you came. Locate two more blue-box switches, First, jump on the one 
ir 4 PF ott next to the locked door. Next, jump on n thesother switch: irae once More upon 
we don Sol! __ that’same switch, staying on it until’ a “block appears. Leap onto the block then 
’ iS Z : » to the conveyor belts. Hop on ye letting it take you to the first switch that you 
: 4 gE Oe - activated. Don’t touch it; instead jump on the-second switch. Two new switches 
; Sel or Pons then iat pe on the ne ars from the door. 
poe! ps pe a 0S wes cpa’ | 
evo 4 eral 
cae One of the switches is ne } , ; 
a trap. Only the switeh fur-- ae ‘ee dition. ; Hop on it the then fand onto the boulder 


a lf) Pie sami “wary ao ie on the stone 


the previous room, The Key fives you 

access to the door near the cracked wall, 
Shoot the four blue torches and the floor 
platform will vanish. Descend the ladder 


and shoot the blue rock with the Siren 


Ring, then climb the ladder onthe oppo- 

site side of the one you just descended. 

Using Slide Attacks, knockdown the two 

walls in 5 area. Avoiding the spikes, KNOCK DOWN THE WALL. 
jump on the box switch to’Plint’s right. 

Activate the next two switches. The door should then open. 


Enter the room and destroy the blue stones located on top of the boxes. 
Next, exterminate the area’s monsters. After cleaning them up, a chest 


descends. Grab the Key from the chest and backtrack several rooms. Use 


the Key to,open the door. Slay thé creatures, then jump on the box 
switeh. Lure the fireballs from-the statute to the two tall, red lanterns. This 
action results in a descending block. Leap from the block onto the ladder. 
» Climb to the next room’and jump along the platforms to obtain some 
goodies, A-treasure’chest (containing a Key) is located behind the green 
stone statue. The black treasure chest, however, will require a bit more 


work. Here’s how you can access that chest: 


3 “Activate the switch so that a cherry bomb/falls below. 


88 Place the cherry bomb on 
the boulder so that the fire- 
spewing statue can light the 
bomb’s fuse. 


98 Wait for the bomb-to— 
explode, leaving the black 
treasure chest behind. 

3. Loot the Puzzle Piece from 

the chest. f 


TOTE THE CHERRY BOMB 
TO THE BOULDER. 


ry SNIONU TTNOVA 


Unlock the door with the new Keys 
- Continue to the next room. Stand’on the 
glowing rock. It will take you to another 
* chamber. Hack the switch. Déja vu... 
doesiit this look all too familiar? Your 
goal is-to prevent the statue from falling 
~ onto the ground. Position yourself as 
©“ before'so that the statue traverses the 


Sion top of Flint’s head Obtain “s, 
chest (containing angBlixir), © _ - 
oe 14 FLINT MUST USE HIS HEADIN 0 7 4 
LF , €} SITUATIONS LIKE THESE. ra ‘ . 4 
2 - ye, 
he vi ¢ a i 
i or 3 i he se 


4 game at the Save Point. In the opposite direction of the Save Point 
ave your game 

t Ils. Using the Run button, Action button, and D-pad, perform a S| 

wo walls. Us 


on each. After knocking down the walls, enter the next room. 


UIN KEEPER BOSS 


_ This mobile statue defends his 
~ territory primarily with lasers. 
“Dodging the lasers and his punch 
js the all- important key to surviving 
this contest. Do this by running 
around the statue, anticipating his 
The Boss's Achilles’ heel, every move. Sometimes he will 


So to speak, is his noggin. stand on one foot and swing his 


is is AKE i THE STATUE BOSs. 
The rest of his body is TAKE ON Ss 


fist. This is when he is the most 
immune to damage. i ; . 
: pa vulnerable. Slide into his lone foot touching the ground, knocking the 
boss to the ground. While he’s recovering from his fall, take a few 


whacks at his head. 


JM? 

To prevent the statue 
from dropping a fireball, 
thich causes earthquakes: Once you defeat the Ruin Keeper, grab your prizes—the Big Life Crest 
use the Slide Attack to and Star Prism. Exit the room, then the Ruins, and head to Eden 


knock him down again. Village via the bridge. 


EDEN VILLAGE 


Head toward the pier. There’s a shack near the 
poison well. Enter the shack and open the 
chest. Inside you'll find a Puzzle Piece. 


THE Puzzte Pisce 


‘you'll find a Save Point, You may also res 


rd $0, Nw Fig phe young mas 


Lhe Lygu might find 
'‘- 2 

: Y THE SAVE Point fam { thednn 
eff 


Aes mess 


“apr, © 


Leave the/shack and head to the Inn. wher 


Chat up the natives. When you're 
ready, jog up the hill and visit the 
old man with the bird on his head. Tt 
seems that he needs a little help— 
and you definitely want to help him; 
the reward is worth it. Trail the Goo 


Goo Bird, you'll soon find the place 


where it stops. Nab the bird and 
4 TRIUMPHANTLY, FLINT RETURNS 
return the merry minstrel’ of the bs 
THE BIRD. 
morn t senior citizen. 


The grateful old timer will now lay a 


Dryad’Ring on you, Zap the gold 

statue adjacent to the man with the Tl P a) 
The Dryad Ring 

ring and take the Round Key from works on any of the Gold 

the black treasure chest. Statues. For example the 
Gold Statue/Idol in 

Exit the town, stopping by the dart Kindra Forest, which 

house if you wish, then return to the when broken reveals the 

ZAP THE GOLDEN STATUE! Eden Ruins. Radio Controlled Car 

sub-game. 


| EDEN RUINS 
Okay, get ready because this is a long, but enjoyable section, With your 
back to the entrance, strike out to your left. Use the Round Key to open 
the first door. 
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OPEN THE Door. DEFEAT THE MONSTERS. 


You'll see a golden statue. Blast it with the Dryad Ring. Doing so reveals a 
stairway, Skip down into a room with two unlit torches and a red switch 
“in the back. Buff up your health, hit the switch, and enter the revealed 


- 


] room. Slay the monsters inside. 
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THE SAvB POINT 18 IN 
THIS ROOM. 


2 NOTE 
1s you may have 


face the « ( m. T, 
liberate its gor 
path along the left wall and 
Jump on the switch on the 
platform. Shoot the nearest 
golden idol and hop onto its 
platfornybefore the spikes 
appear, Rinse and repeat 
with the second golden idol: 
Jump from the second idol’s 
platform-to the chest. You'll 


CLAIM YOUR PRIZE! 


find a Puzzle Piece safely 
nestled in the chest. 


scoot back the’way you came, and then hop the blocks to the center path 


The subsequent room harbors a bad ¢ 
he’s no big deal. Kill him, and use | 


fied corpse to hop onto the platform. J 


on the switch reveals a previously hiddéy 


room. In the chamber, a Save Point ay, 


your attentions Before you use it, howe 


grab the key from the chest. 


vious room. Jump on 
the door at the far en 
ge, spike-filled room: 
h »pposite the switch 
then zap th 
Ride the 
the door onthe wall opposite the swit 


platform and use your key t« 


Trace a path down the right side of the 1 


Zap the Crystal and use'the revealed bl 
move to the platform containing the | 


Shoot the crystal again, pick up the t 


the path to the trees, and throw the torch af the first tree. Repeat'the prox 


the second tree. 


) to activate the platf 


rit 


er 


the 

d of th, 
Jump 
and 


orm 


) open 


You may now exit the room through-the door at the end’of the central passag 


Get ready for some more hopping. 


FLINT TORCHES THE TREE. 


THE CHEST 


. BATTLE THE Missos 


a 


Enter the next room, take a right, and | descend 0 on the aa Dodge the inc 


3 ing canon balls and make your way loth the far sihi brie of the chambér. Oper 
4 the black chest and snatch the Puzalé Pieée /Ruracross the Ae of the room t 


‘agi dlevator upito.the 


the other chest and pull out 
i 4 4 


” 
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own hit points. Assault the Misso generator with your Sword. Repeat the 


process with each of the three Missos and their generators, 


Once the Missos and their generators are destroyed, a door will open. 
Descend the ladder into the room below. Jog left and pull the Grapes of 


Eru from the chest. Drop the Dryad Ring’in your pocket. Hop up the 


stairs (watch out for those spears), then turn left and zap the golden 
statues with the Ring. 


This reveals a step switch. Hop on 
the Switch and then raceracross the 
floor to the floating platforms. Jump 
on the stationary platform, and then 
the next highest moving platform, 
and finally the platform that moves 


perpendicular to the platform that 


you are currently on. Jump off the 
THROW THE TORCH. floating stone onto the ledge with 
the torch. Grab the torch and ride 
the floating stones to the platform in front of the tree. Hop off and throw 
the torch at the tree. Presto! No more tree. 


This opens an exit; take it. You'll 


THE TOWERS LEAD TO THE 


SNINY Nd 


STEP SWITCH. enter a room with more spikes. 
Geez, who decorated this.place? Pop ‘27 7p © 
the crystal with your Dryad Ring, Be careful of the 
This conjures some more. platforms flames gushing from the 


golden topped towers, 


in the room, Step-stone the plat- 
P P While not lethal, they can 


forms up to the switch. Jump on the Stupid dadting ofvyou 
switch; doing so opens a ladder exit. 


At the top of ladder is a pair of 
Tsukutsukuballs and a bunch of falling 
boulders. Use the Dryad Ring on the 
Balls while dodging the boulders. 


eT? 
Eliminating the Tsukutsukuballs Hitting the 


pops two chests and reopens the Tsukutsukuballs drops 
a boulder on them. 


passage through which you entered 
This is—as Michael 


the hall, The chests hold a Tonic and shuphontid lage she 

a Key. Beside one of the chests is a ‘end of theie word os 
- 

; teleportation platform (theglowing ga. they ine itt 


a > .e - a 
: ). Steprom itand team Up. ” .5% ' 
ie ; £ ae a : ‘. 
4 sf £ : vo 
Vere wd dnp ‘, mun ify % . 


You'll appear in a room with three busy platforms. Jump to the first, take the « 

TIP Z ond to the ledge with the torch, and use the Key to exit the room. Enter anothe, 

If you miss the falling i i . 
space with a gold statue crowned by a torch. Hit the statue with the Dryad Ring 


torch, leave the room. When 
and grab the torch when it falls. Use thé torch to burn the tree at the far end of j, 


you re-enter, the idoVtorch 


combination will once again room. Dash through the hall that the tree was formerly blocking, heading into 3 
Stand ready to test your bigger area 
reflexes. 


Fight the Missos and other baddies as you 


work your way toward the back of the room 


Slide the Pixie Ring in your Pocket if you're 
having trouble with the hopping monster. Th, 
ring will tarily freeze it. Run Up and 
éver the ramp at the back of the room and 
step on the foot. switch to bring up the wall 
FIGHT THROUGH THE ROOM. Hack up the three Missos that appear to raise 


both the wall through which you just entered 
and the wall/door on the opposite side of the 
room. Return to the main room (the one from 
which you entered this hall) and jump into 


the void on either side of the stone walkways 


Grab the Puzzle Piece and Elixir from the 
chests below, but be wary of the 
Tsukutsukuballs."Head up the ramp at the end 
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pt Bis tema |° sts nro amen: — | nc 
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They originate at te ond rf it pees 
. ys £ -, . cfg Once again, you'll emerge in ery room, puta the hall where y 
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een tf SPAY “defeated the three Missos Take the est opposite the entrance. Run up'the ramp 
fares Pn gt ‘the next room and jump on. rayne i pops several Hppuice platforms 


LIPA.CREST- rock walkways. The room below has two NOTE 
chests. One holds the Small Life Crest and the other a Puzzle Piece. Grab them. ~jou'l! notice @ foot 
~ both and jump on the switch. switch in the actual 
door/hall you run 
. switch opens the room’s door, Running through the doorputs you ina through, Mash it on 
at Se Missos. Run fh m to the ladder cfm teow ll once ai tie wagitiipah. 
peetngrocte 


The foot switch dissolves a block in the back of the room, Dash through the 
space previously occupied by the block. Head down the hall, dodging fireballs. 


Jump on the switch. This opens another door (the game will show where). Run 
for the newly opened door. 


Enter the room revealed by the newly 
opened door. Jump on the switch and 


dash behind the sliding block. You'll find a 


treasure chest. Opening it will pop a Key. 

Jump on the switch again, This returns 

the massi ck to its original position, 

and provides access to a door that waits to 

the right of the block. Use your Key to 

a A fe j THROW THE TORCH AT 


THE SWITCH. 


Y) 


Sprint into the room, grab the torch and heave it over the door/wall at the 
switch. If you hit the switch, the door will open. 


March through the newly opened passage, 
and slip onthe Dryad Ring. Zap the erys- 
tal*trap to stop the first golden idol’s 
movement. Slide past it and pick up the 
golden rock. Throw it at the second crys- 
fal to halt the second golden idol-statue 
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thing: Now, jump from the stepping plat- 
form atthe back of the room to, the crys- 
HOP BACK ACROSS THE ROOM. ta], the golden idol, the next crystal, the 
next golden‘idol, and finally the foot 
switch. Whew! 


Of-course, the box/foot switch activates 
another door: Run through it, elude the 
spears, open'the-chest and nab the goodie. 
Zig and zag to the far end.of the hall, then 
pounce on the foot Switch: Refurn to’the 


chest and jump into-the void between the 


FLINT FINDS THE SMALL 
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You'll enter a room with falling boulder 
Tsukutsukuballs, and Missos. Kill them and a 
door will open in the back of the room. Run 
up the ramp. You'll enter the room with aboy 
a 1000 gold idols (just kidding, but there are ; 


lot) and a pair of chests. 


Use the Dryad Ring to’break through the idols 


en route to the chest in the far right corner. 


THE ROOM OF 1000 IDOLS 


In it waits a 500G piece. Now head up the 


stepping stones leading from the chest. Stay agains the wall at first, then curve 
inward, jumping from fall pillar to tall pillar. ' ination is the black treasure 
hest in the other corner. Open it and pull out Puzzle Piece, 


Exit the room at the end opposite the two 
treasure chests. Pick up the Grapes out of the 
golden chest on the way. out, Exit just above 
the chest. Dash through the next hall and exit 
stage right. Hop-skip down the stairs and 
through the ensuing hall, careful of the falling 
boulders and slamming doorplates. 


Take a right after the slamming doorplates ies CaYsratl 
and zap the crystal trap with the Dryad Ring, 


Run toward the switch that zapping thercrystal dropped inthe next'room. Dodge 
; the spears, make the jumps, and you'll be rewarded by the opening’of another door. 
AG Zip through the door (it will close behind you), place the Siren Ring in your 
Pocket, and waste the three waiting Missos. When the third creature dies, a door 


- 


opens. Run through it. 


Follow the right-hand hall. Next on the agenda 
“isa litte barrel tossing. Pick up a barrel, jump 
toward the petal. button on which you wish 
to place it Pe fice the barrel, Repeat until 
thefiye pedestal buttons ny activated 
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f “the seco right. Pick up the pep and hurl it 


Leap onto the moving platform, 
careful not to fall into the chasm. 
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Across this huge gap is a Save Point 


and Healing Pad. By now, you know 

how all that works. The glowing rock -NOTE $3 
If Flint accidentally 

cannot be accessed at the moment. reeile hf aoge he 

Prepare for the next big boss battle. : ; can climb up the ladder 

Enter the doorway adjacent to the and give it another try. 


hoisted teleportation platform. CLIMB OUT OF THE CHASM. 


OTHAR THE 
RUIN KEEPER 


It’s time to mix things up with 
4: Gothar. He is the Keeper of the 
é ‘ Eden Ruins. Unfortunately, you 
pe 


¢f 
haven't done anything to this 

; : ; 

¢ dude, and he’s already in an 


# 
r 
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uproar. He has two primary 


weapons at his disposal: blazing lasers and a thunderous 


, 
. 


smack on the ground that creates an avalanche of falling 
boulders. When he’s really upset he'll drop a fireball that ALL HELL HAS BROKEN LOOSE! 


creates a wall of fire. 


uVHLO 


The only way you can beat this Ruin Keeper is to lunge at him when he’s 

“NO TRS 

Keep this in mind: 

the falling boulders, 

on average, do 

that takes you to the Keeper's head. Smack him on the noggin a few times. only about half the 

damage as the 

While Gothar is on the ground, get a few Keeper's lasers. So 
jabs in as well. Quickly back up because don't mind the boul- 

ders when attacking 

the big baby. 


not shooting lasers. With a running start, jump on the step platform in 


LHDIA SSO 


front of him then launch yourself onto one of the pedestals to the Gothar’s 
right or left. From there, leap onto the other platform, which is an elevator 


ol’ stonehead’s gonna let the lasers fly. 
Attack again when the boulder showers 
begin. After a few rounds of this, Gothar 


will finally give way to tears. Poor baby! 


A piggy bank and three chests plummet 
from the sky. Grab the loose change, 
then collect the chests’ contests—an 
Elemental Orb, a Triangle Key, and the 
Star Crystal. 


7? “Sie pe | 


Exit through the same doors where you 
entered, Buff up your hit points and saye 
game. The glowing platform is now acces 7m 
Hop on it. Guide Flint to anearby door ang 
use the Triangle Key. Enter the room, they 
hop on another glowing rock. Prepare to 


take a quick trip to Paco Village and 


Puerto Medusa. 


USE THE TRIANGLE KEY. 


Paco VILLAGE RUINS 
Hop off the platform and head’ through the 
doors. Those three yellow statues are blocking 
your path. No problem! Grab the Puzzle Piece 
from the treasure chest behind them, then 
head out the door where-you entered. Pass the 


two glowing platforms and go to another door, 


This portal is located opposite from the’one 
Din ses Flint just exited. 
Two teleportation , Pid se : THE TWO GLOWING PLATFORMS 


| 
platforms! One of the glow- * Enter the large triangular room. Shoot the 
ing rocks mn | Fe ifs, F 
Sid re pga blue lamps in each corner with the Siren Ring. Once all three are extinguished 
Ruins, while the other leads ite i a, 
to the Seagull Ruins. a black treasure chest appears: Grab the Lamp,of Lumiere from the chest. A'ter 
f ibs aS chatting with Nunugi, run back to'the ach bs platform t that ‘takes ye to the 
- 7 Seagull Ruins. cS ; 
it te as whe Py {/ p 
- mots Ly Prt! You're a! 1 Seagull Ruins, Exit the 
4 ey al) Ruins. Do this by taking the door nearest the 
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The scenario heré involves switches. 
Head east, avoiding the pop-up 
Cobras. Wary of the steam, turn 
right, then hang a left and go past 
the undulating wall. Take a right and 
loot the Elixir from the chest, then 


continue on to the right. Activate 


the first switch and another switch 


BEGIN THIS ADVENTURE BY 
SAVING YOUR ICSE SS appears (east). Quickly activate it 


before it disappears and you have to 
start over. Yep, another switch also appears (southwest). Activate it; too. 


Collect the Key from the treasure chest. 


Ascend the ladder, hang a right, and 
then turn right again. Take a left, 
then another. Use the Key to open 
the-door and descend the ladder. 
You'll run into Zeppo and his gang. 
 Ashopkeeper is being held captive in 
a nearby area. Chat a while with the 


guy. A ladder is located across from 


the prisoner. Ascend to the whale’s RUN TO THE NEXT SWITCH. 


Brain Area. 


Slay the enemies as you make your 
way to the doorway and enter. Grab 
the Star Crystal ‘from the black treas- 
ure chest, then backtrack to the 
whale’s mouth and locate its. esopha- 
gus. On the opposite side of this 
tube is a door. Enter it, but watch 


out for the rolling balls! Leap onto 
INTRUDER IN THE BRAIN AREA — the platform, then shoot the blue 
boulder with the Siren Ring. 
Ascend to top area, activating the 


| box switch. 


utd ~ Descend the newly accessible ladder, then head down the hill, preparing 
* for battle. Continue until you reach a door and enter.it. Proceed-down the 


' ai 7 a + 
~ hill, then hack the two spores soyou can view the box switch. You know 


Wg 

re tot ere—jump on the switch to open the next\door._ 
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NOTE « 
It looks as if this 


whale has worms. Watch 
out for the pesky pink 
millipede-like creatures. 
It’s best to follow behind 
them to avoid any contact. 


NOTE f 
Although the shop- 


keeper is imprisoned 
inside the whale, his 
predicament is not 
keeping him from his 
trade. Some of his goods 
area little expensive, but 
you know what people 
say—you get what you 
pay’for. 
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Refrain from using the 
middle switch early in the 
Sequence, Its activation pert- 
od ts shorter than that of its 


two counterparts; therefore, 


Enter the chamber and destroy the decanters, 
then activate the three switches, evading the 
obstacles. The key here is for all the switches 
to remain activated simultaneously; other- 

wise, the door leading to the whale’s stomach 


will not open. 


hit the middle switch last. 


Proceed to the digestive chamber and axe the 


Usk THE FAN'S DRAFT. 


enemies. Locate a fan within this area and use 


NOTE its ‘draft to propel Flint to the switch. Activate 
TI 2 Le the switch to unlock the door located in th 


a timer. You must make your 


{ the room, then step inside 


way to the portal as q Hop onto the first moving platform you come to. Leap onto the island, then hop 


as possible; otherwise, Flint onto another moving platform. Dodging the spiked balls, make your way to another 


will’have to do the fan thing island. You must activate the box switch to jumpstart the moving platform. Board 
all over again. Excuse 


the platform, making your way to the island where you'll’ see a spore. Hack down 
the pun, but that would 


the fungus to view the hidden switch. Activate the switch, then climb onto another 


really suck! 
platform. Make your way'to, yes, yet another island—this one has a Save Point 

Descénd the ladder and save your game there 

NOTE then head down the platform. After running 


If you want, step on into Ruby and Albert, head back up the ladder. 
the glowing blue stone near 
Ruby and Albert. This plat- 


form comes in handy for 


(Those’brat§ won't let you by right now.) As 
you play hopscotch (heading northeast) along 
the reddish brown islands, make your way toa 
door and enter. This time you meet Zeppo 


visiting the shopkeeper. 


RuBY AND ALBERT HAVE 
LOST Pops, 


who is also lost. 


Head back past Ruby and Albert, then climb downthe ladder to the whale’s intes 
tinal-tract. Flee from the Bats and their damage-inflicting sonar, then continue 
through the corridor and destroy the blue boulder with the Siren element. You 
- find a boulder blocking your path. Climb underneath it and ascend the ladder 
“then hop’ onto the platform, Activate the éwilch gnd proceed, evading the balls 
Destroy Pies blue ‘boulder, foeh backtrack to the | lower corridor. 
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: Hack away at the eneintesAid the blue” 
pt boulder will instantly, transform into a 
tr) switch. Activate the switeh aie the other # 
ates | boulder will move out of your ‘ay: 4 o) 
Sie ? “Continue on; don't waste your lhe ‘on nthe — 2 


enemies, Evade the obstacles (protruding 


Bp A BLUE BOULDER. 


ERESA 


goods from the treasure chest and head to the right. Destroy the blue 
boulder, then board the elevator so that you can grab the Key from the 
treasure chest. Return to the locked door and... Presto! The newfound 


Key opens this door. 


Upon entering, hang a left and continue on this path until you can go no 


further. Turn left again and you'll approach another fork. Take a right 
here, then place the crate onto a switch. This opens a door, Enter, but 
avoid all the obstacles in this area—enemies, balls, and spikes. Go up the 
hill on Flint’s left, then hop on the moving block to make your way to the 
next area. 


Again, don’t waste time fighting the enemies. Just make your way as 
quickly as possible to the ladder. Climb up to the next level. Taking the 
door to Flint’s left, enter the Control Room and solve the puzzle 
involving the screws. Here's how: 


_# Insert a red and blue screw in the red holes. 
y _ # Insert a blue and green’screw in the blue holes. 
i Insert a green and red screw in the green holes. 
e 
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Lumiere from the black treasure PROPER HOLE. The Siren Ring ts 
chest. Enter the next chamber and necessary for traversing 
| head to your left. Open the door, through the gastric 
th ick hervouk wey dow Juices. With this Element 
, then quickly make your way stashed in his 
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the lantern. Watch out for the spinning 
automatons! Quickly run back, using the 
pillars and lantern to jump onto the ledge 


with the treasure chest. 


Ascend the nearby ladder and make your way 
up the hill. Turn left, then descend the ladder. 


Facing the statue, activate the box switch to 


EXTINGUISH THE BLUE 
LANTERN’S FIRE. 


Flint’s left. Next, walk over the statue, jump- 
ing onto the switch that’s located on the 
other side. Backtrack, climbing the ladder you just descended. Use the boulder to 
get back onto the top. Destroy the blue rock, then take out the enemies, 
Jump on the switch that appears, hop onto the elevator, and collect the 


Key from the treasure chest. 


Backtrack to the Heart Area, opening the locked door with the Key, Slay the 
pests inhabiting this.area, then quickly hop onto the platform. Use the Dryad 
Ring’on.the yellow crystal. Once the wall recedes, activate the switch. 


© Go back.to” the: Stomach Area. Hop onto the glowing rock next to Ruby and 


Ff “Albert to returh to the’ whale’s meh, ‘Slack the crates so that-you can climb to 


~ “the door. Pass.to the center ey then hit the switch. Slay the parading creeps 


then enter the nest Foor! py pf sd +s 
ope 


; skier the switch iby avoid th poison 


pe 
fit gas by using the Slide Attack u i you: 
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FE od reach the door. Head to the right and Lee 
rs o,. destroy the greenblock 
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Step onto the glowing platform to 
head to the Mouth Area. Hop on 
another glowing platform in this area 


{o go to the Stomach Area. Ascend 


the ladder near the Save Point. 
Using the m, head to the 
nearby isle ind the door, then 
enter t! 

COLLECT THE STAR PRISM 
Cross the y the enemies to open the door, Enter and 
eliminate some enemies. Be careful, though. Each time you 
dispose of one of these guys, a ball will plummet onto the area where 


Flint is standing. Once you conquer the enemies, exit the room. 


ol bed M2 
Quickly move 
around as soon as you 
kill one of the enemies. 
Flint has a hard head, 
but his skull’s not made 


of steel! 


ACHINE HEART 


This Machine Heart Boss, a.k.a. CPU, has a lot of 


weapons at his disposal. He drops ghosts below, then 


fires laser beams. Dodge the lasers while also avoiding 


the foils. When the Boss descends, which he does every 


now and then, smack him with your sword. It takes 


patience and maneuvering, but this is the key to victory. 


Once the Boss is slain, the whale 
returns to its normal self. Enjoy the 
film clip and prepare for some more 


adventures in Varuna City! 


BATTLING CPU 
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If the Boss gets 


angry, he'll send an 
array ol rocks al poor 
Flint. You have a 
choice here: either 
use the Pixie Element 
to Noat in the air or 
else hope that you 
have a plentitude of 
Tonics and Elixirs in 


your inventory! 
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, ; torch upon the unlit red lantern: Onee the’ 
lantern is lit, a set of Enter a 
Don't stand too long _ * JY plidaorsyopgn Enis at 


in front of the red lanterns: fl 


Just as the robot spews the 
fireball, Jump out of thanwayy 4 pad ‘Proceed through‘the new area. and gah the ud 
© © The goatisto light the 5 Small Life Crest ted he tressue cheat, then 
lanterns without burning alle proceed to the next, chamber, Trick the robot 
Fir i “info lighting all three lantems. Do tis by as 
a standing in front of them as he passes" by You. 
; Ps a / Another door then opens. Step on i 
we, Fs pbs ; hep loot the nearby chest. 
+ Oe , LURE FIREBALLS FROM THE BOT 


ReturRN_TO VARUNA CITy 


Drop in on Varuna City and entet the Castle. The ruthless and cunning Baron jy; 


is inside with a bound and gagged Alexia. After Diaz gets what he wants, he thrry, 


Flint in the Dungeon. Don't worry, you'll be out soon. Watch the conference 


between Mephisto and the Baron. Hmmm... a third Relic? 


The Dungeon 


Buff up your hit points and save your game at the Save Point. Natasha (her nic, 


name is LaToya), Diaz’s daughter, decides to help Flint out of his predicament 
(Even she expected someone a bit taller her down the hole. Hey, where 
d she go? Guess you'll have to find your yut of here. 


ontinue through the corridor until you 
locate a switch. Activating it produces another 
switch that you must hit. The problem is that 
the second switch vanishes in a flash so the 
sword is not the answer. Instead, activate the 
first switch with the element, then stand 
close to the location where the second 
SWitch appears and hack it with your sword. 
This tactic should do the trick. 


USE THE ELEMENT ON THE 
FIRST SWITCH 


A door opens, Continue through 
the.corridor and hop on the foot/box switch. A 
; blue statue, crowned with a torch, will) 
A, instantly appear. Zap the statue with the Siren 
Ring and catch the falling torch: Hurl the 


4 


flip the switch to open another set of doors. 
i 7 


SHOOT THE BLUE STATUE 


TO A LANTBAN. 


RETURN TO GWARBA Town 
After leaving the Castle, make your way to Gwaba Town, Listen’ to the guy 
hiding nearby. It seems that some people are eager to help you find the 


third Relic 


The Town Hall 

Head straight ahead and locate the 
Town Hall building, then take the 
elevator to the bottom floor. A set of 
yellow statues lies there. Use the 
Dryad Ring to destroy the figures, 
which happen to be blocking your 
way. Grab the Puzzle Piece from the 
black treasure chest, then leave the 
Town Hall. 


ON THE TOWN HALL ELEVATOR 


Church of the Key 
The Church of the Key is located 


; ! NOTE 
along the harbor. Head up the stairs Use the Pixie Ring 


into the holy place, then hop on the center block first, 


through the secret passageway, then hit the block on the 


which leads to the Church right. Finally, shoot the 


nt ee , left block. 
Basement. To Flint’s left are four 
GRAB THE Key. 


switches. Activate the first three 


switches; beginning with the one 
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directly across from the chest: Slay 
the green enemies (Mademoisls), 
then-finally hit the fourth switch. 
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With some leaping on the blocks 
(the ones that once contained those 
screeching enemies), obtain the Key 


in the chest. 


LEAP ONTO THE SWITCH FROM 
A GREEN BLOCK. 


Enter the door that one of the switches opened, unlock the’next door with 
the Key, and then descend the stairs to Flint’s right. Using the rocks and 
your sword, take out the enemies. Three green blocks appear. You must 
zap them in a particular order. After shooting the blocks, use them to 
make your way to the box/foot switch, then activate it. Now you can 


access the room's chest. Descendyi into the pit and grab the Key. 
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ado iat in the pit. Proceed to the-next oor. Slayrthe two ene- 4 TAs 
who make “afinoying ig Crowllike Sounds, Loot the ches themascend a - 
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Climb the stairway, then descerid another Set of stairs. To the left of this large 


area lies the door. Use the Key’to enter the room. This chamber has a little bit o/ 
everything—numerous statues, flames, arrows, a giant spiked ball, and, of course 


a few enemies. 


Run past the yellow figures to the stage area. Hack the Ma Dana’monster-plant 


2) Le tad © duo, and a chest appears. Hop onto the treasure chest so that you canleap onto 
ie fire and arrows. Loot the ty, 


Don't try to destroy 


the yellow statue. Hop from each statue, avo 


treasures chests situated on the last two blocks bing the Key. Destroy the 


should you let the figure yellow statues with some Dryad power and yot a black treasure chest. Get 
have it. the Puzzle Piece, then exit the room. 
Use thé Keyto open-the door behind'the stag, 
SNOT area, Watch out for the flinging decanters 
fg sib The first then quitkly and safely make-your way to the 
asure chest is‘ trap; it é 
Cake next entrance. Using rocks, slay the two 
Mademoisls, then hop onto the platform. Be 
; careful, the four treasure chests spit fire. Your 
f. . goal is to lure the fireballs to the'tall red 
- lanterns. Once you successfully light the three 
Pah ope STATUB, YOU CAN OBTAIN A lanterns, another black treasure chest 2 
- r PUZZLE PIECE. 
a ; Grab the Small Life Crest, then exit the d 
; t . 
ye ~ “to Flint’ left 
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Hang a left, then enter the next 

chamber and destroy the stone stat- 
ue. After zigzagging along the blocks 
and moving platform, you'll find two 
more stone statues: Hack one to col- 


lect a Puzzle Piece, then choprthe 


other anda switch appears. Activate 

the switcl head across the 

platform ng the huge spiked COLLECT THE Puzz.e Pisce. 
ball. Make to yet'another 

stone statue and destroy it to view the hidden foot switch. Jump on it and 

the-adjacent wall moves. Slay the Mademoisl and go to the door on Flint’s 


right. Advance past the spinning automatons* through the door, and to a 
region called Turnkey Dam. 


. 
_ Turnkey Dam 
/ “Lure the bouncing fireball.into the-treés that are directly obstructing your Tif. 
3 . Dor''t clear away, 
I 


path to the huge block. Once the necessary trees have been cleared away, too many trees; yott'll 
"bait the fireball into lighting the chérry bomb/(it's on the huge block). need a few'ldler on. 
* When.the block blows, enter the door: 


Head up the stairway and axe the 
JUMP FROM THE STAIRS ONTO J 

THE BARREL. enemies. A barrel becomes accessi- 
ble: Place the barrel onthe second 
stair so that you can use’it to reach 
the chest. Hop from the top stair 


(the floor level ’step) onto the barrel, 


WVd AHMNNUN 
Lp. 


then onto the-platform where the 
chest is located, That was a nice pay- 
day, 500, Gold. Exit via the door on 


the opposite side of the room. 


This room overlooks the one with 
the. trees. Head straight along the 
platform to-pop the treasure chest. 
More Gold! Hop on the treetops until 
you reach a platform with a black 
treasure chest. Grab the Puzzle 
Piece, ther’ head in the opposite 


HOP ALONG TREETOPS: Ff, 
direction from where you found the 


Gold. This side of the platform leads ” 
@ébbyhole. wht sf £ pa 
ex iO a ee 
, tl 
4 ° 
’ © poe f 4s y 
me] 7 
_. & Ys 
we i? “ger rf _— 


© TIP. 
The Pixie Ring is 


essential to successfully 
climbing the blocks. Shoot 
the blocks to move them. 
Also use your floating 


powers when necessary. 


rh oth ‘ee ii 


A ladder is situated to Flint’s left and a doorway is on his right. Head through th. 


doorway, then proceed across the ledge until you come to another door, Enter and 


slay the Bat and Ma Dana. Some green blocks appear. You need to reach the upper 
parts of this room. Leap from block to block until you loot the two chests and talk 


to your correspondent. 


Return to the ledge from where you came, 
then head back to the cubbyhole (the area 
with the ladder). Jump on an adjacent elevator 
and hop onto a steel platform, then ascend.-the 


ladder and hop on another platform. After 


talking to the Prince and Princess, it’s time 


to exit. CLIMB THE GREEN BLOCKs. 


MouNT FIREDRAKE 
yurself-o h with th ) royal children. Head up the 


j | a Beach v 


wooden ramp. Hop along the stone pedestals and cross the steps, then enter the 
cave, You'll find yourselfon the world map. Head east past Paco Village, Kindra 


Forest, and Mount Sparrowhawk to-find Mount Firedrake. 


Whoa! The name for this place is fitting! Run 
past the rolling boulders and leap over the 
rivers of lava, then zigzag up the stepssAn exit 
is located at the top of the cliff steps/path. 


Jump on the block, then zap the blue lamp 
with the Siren Ring. Jump onto the lamp to 
make your way to the ledge. A Healing Pad 
and Save Point are located there. 


JUMP OVER THE FLOWING LAVA 


Proceed past the Save Point. Activate the nearby box switch, then head to the next 
chamber. Hopscotch along the stones, avoiding the flowing lava. Smack the 
Kutukukis out 6f your way. While standing on the island adjacent to the two large 


_ blocks, say U these goofy birds. Once they’ re out of the oneiure, the obstructing 


yy Bocks Gishporar gi 7 


Forge’ahead. ed hopscotehing along 
the stones, This will take some maneuvering 
“ onyo your partsince the rocks are flowing 
along with the lava. You'll’soon come to a lava 
alls. Using the moving stones along with the 


of “4 Ps 


Hxap uP 1 Hn | LAVA FALLS. 


Anest of Bats is wailing above the falls. Exterminate the area and the 
block disappears. Continue down the path and locate the huge block with 
an unlit cherry bomb attached. A torch is located almost directly across 
the block, on the opposite side of the flowing lava. Pick up the torch, then 
hurl it onto the cherry bomb. The block will blow and you can enter the 


cleared passage. 


Avoid making chicken salad out of the hopping Tanchos. Another cherry 


bomb and block come into the picture. Throw the bomb onto the block. This 
can be tricky. You must time the bomb so that it is lit by the fireball and hits 
the block ime time. Once out of your way, Flint can continue, 


THE LIT BOMB IS ON THE 
SECOND-HIGHEST STONE. 


FLINT STROLLS ALONG THE 
ROPE BRIDGE. 

The next exercise is a little bit harder. Throw the unlit bomb onto the 

second-highest stone. Hurl the torch (now on the first stone) onto the 

second, lighting the bomb. Theoretically, you want the second stone 

(which moves back and forth) to be next to the nearby block when the 


bomb blows. 


Continue down this path, past the undulating fireballs and stones, You’llsoon 
find your way outside the volcano—at least momentarily. Weaving through the 
pesky Bats, cross the rope bridge to the other side. 


Make your way along the path. 

Before popping the black treasure 
f chest, destroy the three blue statues 
using the Siren Ring, then collect 
the Newt Ring from the black chest. 
This will definitely come in handy 
___ here. With this Ring in your Pocket, 
hy ray won't E sustain damage if he falls 

the lava. 


GRAB THE NEWT RING FROM 
THE CHEST. 


773i Ps 
Try to leave the 
Tanchos untouched. They 
will come in handy later 


as a reference point. 


TEP. 


The good news is 


you can climb back up 

onto the path ledge: The 
bad news is that the lava 
inflicts around 30 points 


of damage! 


NOTE 


if you fall into the lava, 


These blue statues of 


are located alongside the 
ledge/path. Using the 


stepping stones, make 


your way toward each, 
then zap them. Watch out 
for the fireballst 
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Backtratk across the bridge, moving stones, fireballs, etc. Exit the corridor that 
contains the Tanchos, then head to Flint’s left. Continue curling to his left and 
jump below. Light the two red lanterns and the barrier beside them will disappegy 
Do not head through the newly opened entrance; instead, continue straight, 


® aie Locate a foot switch and activate it. A block should appear across from it. Jump 

Don't forget to loot the onto the block and up onto a ledge with four tall, red lanterns and a huge block. 
two chests in this area. One Light the lanterns with the’Newt Ring, then run before four cherry bombs fall ont, 
Patios atopic, the offer the lanterns. Kaboweeeeee! Once the block is obliterated in the explosion, a switch 


Grapes of Eru. ; 
magically remains. Jump on that switch to.open up another passage. 


Before taking the new passage, head back to 


e NOTE the spot where the two lanterns are located— 
Mssedepoinl t/a you know, the two you litjust a few minutes 
Healing Pad are located ago. A small block (looks a little'like a switch, 
near the block and four but it’s not) is located between the two 
pee janterns, Jump on the block and you'll discoy- 
er that it’s really an elevator. 
FOUR TALL RED LANTERNS AND After taking the block back up, hang a right. 
A BIG BLOCK : . 
There are those Tanchos again. Continue on, 
: r backtracking past the moying rocks and the bridge. Head to the room where you 
| fP%. “obtained the Newt Ring. The door blocking any further entry is gone. 
of 
Aa -_ 
ey gt Ay? Enter, cautiously avoiding the steam, then hang a right (Flint's righ; Jump on the 
, Pa of f » ~ switch and explore the maze of passages)” then arb the Elixir. Plip.the switch next 
A Poe) to the chest where you collected the potion, then hack cA more switches $0 you 
a J SF onl / can advance toward the Underground River Jr” of i f 
Ley - : a , rv J 
le oo, is eg? - r° 
YY — 


i et OTE The Underground River ee / 
Be y Pood dh tng 7a gee Oe peal seeing water is refreshing ate scoot rough all that iava Uh-oh! 


ly ¢ in your Pocket, It's time for ta Ta » Mephisto’ s priests and henchmen are having sonference, Jump on the platiorm, 
g,fare underwater fun. Ses cbr g the ppNenee: Le a Save 4 pi Healing Pad nearby. 


ed 


* " 2 ee ta, - 
Le: 4 apie at, oy gd sep ft 4 ne pF 
fil BS éscen th an s steps, én jump down | 

A Ie Of ‘the’ eons river, Navigate through the fy 

fat jy seaweed ; coral, Matekis, ‘and Tamantis ne " 
Sg [very bottom. Locate the bh blue st ue to your 
etd eee eee dth 


Lote 


shoot the statue again. This time, lead the bomb to the upper right hand 
part of the screen—where yet another block sets. Blow the block and con- 
tinue past the location where the boulder once was wedged, then zap the 
blue statue that appears in its place. Lure the bomb to the bottom-most 


passage and blow up the block. 


It’s time for some more underwater 
explosives action, so head slightly 
upward until you spot another block, 
then progress toward the bottom 
passage, past the squid-like Tepkos. 
Zap the blue statue, leading the 
bombrtosthe block. Kabowee! Shoot 


another blue statue, then lure the 


LURE A BOMB TO A BLOCK, 


bomb to one more block. Once it 


explodes, guide Flint to the surface. 


_ THE DARK ISLE 
Climb the hill to the pier. Slay Mephisto’s henchmen. Once you rescue 
the dude in distress he’ll offer you some merchandise. Buy the Mithril 
Shield, Head back onto the island from which you just came. Hang a left, 
climbing the stairs toward the top of the island: Use the Save Point and 
Healing Pad. 


Climb the ladder adjacent to the 
Healing Pad. Place the Pixie Ring in 
Flint’s Pocket. Use the Element to 
destroy the green blocks obstructing 
the ladders, then jump from ladder 
to ladder until you make your way to 
the top. This is the Observation 
Deck. Slay the Mastars patrolling the 
area. Once Mephisto’s baddies are 


BATTLE ON THE PIER. 


- gone,-a treasure chest magically 
appears, Grab the Key. 


4 Descend from the Deck to the Save 

‘ Point/Healing Pad area. A ramp is 
i _ located next to the ladder that you 
hay just came down, Advance up that 


a P. Ya called Dragoniay 
ake ; 


f 


NOTE 


You don't have to 4 
push or pull the bomb. It, 
like the fireballs, follows 
Flint. Just move Slowly 
toward the marble 


blocks, Dynamite! 


zr @ 
Look through all 

of the telescopes mount- 
ed.on the Observation 
Deck. You'll find out 
what's going on across 
the sea. 
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Dragonia 


Rush past more of Mephisto’s henchmen, using the Key to unlock the door. Run 


along the ledge, past the spiked ball and flame, then jump below. Head to the roo», 
& INMOLIMIE E under the side of the ledge you were on. 
Hit the statues so that 
the ensuing cherry bombs Light the two red lanterns with the Newt Ring. Activate the two round switches } 
will fall almost simultane- zapping the statues, then hop onto the elevator and collect the Shining Sword fro, 
ously on the round button- iieehests 


like switches. 
Exit the room, then take the two step eleva- 
the top of the ledge. This can be 
ficult because of the roving spiked 
hat passes between the two elevator 
blocks. Have Flint lunge’to his right, grabbing 


the Key from the chest. 


GRAB THE SHINING SWORD. 


A wall barrier blocks the rest of the ledge. 
Jump onto the block below the flame sprout- : we 
ing from the wall, but be careful—you don't : L 
: want to get burnt! Using’a Slide Attack, knock . 
& NOTE down the wall barrier (it has the big footprint 
The wall barrier can on it). Head to Flint's rightand you'll find a RHOCK DOWN THF 


WALL BARRIER. 


be knocked down from only locked door up ahead. Use the Key and enter. ’ » 
one direction. ~ + 
- oof } This is a rather complex task. You must lug an’ 
: j unlit cherry bomb through several obstacles 
ony until you reach a huge block of stone, This 
~ shee 4 involves several steps: 


f 


/ 4 - $8 Pick up the bomb and hurl, itover the!” 
“ _ flame jetting from the wall, ¢ = 


} % “Extinguish the flames, on the two f= 


Oy je > blue lamps: Wig’, ej 
*e 3¢ Drag the explosive device up the steps, a, Use THE Key. 
ig 4 E3 Throw the bomb over another yo epee 
: Fj 7 jetting flame. / ety Ltt : TPM 
4 - “tee — Two lit blue iscatt surround large block; fi the bomb onto one of the lamps. 
i et ale v 
1<- e “Once the bomb explodes, enter the loorwa; that was blocked ty the huge stone 


yp fet : and ascend the stars tothe next chamber. 0 


qhe next room contains a chest, some more blocks, and a red statue: A lit 


bomb descends upon the statue. If you zap the red figure with your Newt STE © 
Ring, the mechanical hand atop the statue hurls a bomb. You want to Don'thill the 


bomb hurlers. Without 


i e cherry bombs onto the marble blocks. Next, ste bac 2 
fling the cherry . ext, step on each of the their help, Flint can 


pox switches uncovered by the explosions. progress no further. 


Enter the adjacent room and take out the three henchmen that descend 


nto the area. Once you axe them, enter the next chamber and head 
toward Flint Open the next door, then save your game at the Save 


Point and bolst ose hit points. 


USE THE STATUE WITH THE 


BOMBS AND BLOCKS 
HAND-LIKE CROWN. 


se 


Jf Flint runs out 


of cherry bombs, exit 


GRAB THE PUZZLE Piece! the hallway then re 
enter. More bombs 


LIGHT A CHERRY BOMB. 
magically appear. 

Exit the room, heading back to the hallway. Some marble blocks are 

obstructing you path. You might as well jump. Leap up alongside the 


blocks, using the Newt Ring to light each unlit bomb and continue to the 
next room. TLP 


You must quickly 


All kinds of henchmen are here. Slay these guys—except for the bomb- obtain the Puzzle Piece 


‘ . 2 because the flame-throtv 
hurling Madnes. Lure it to the block. Once the block is gone, Flint can 


er will light the bombs 


hop onto the pedestal-like paths, Grab the Key from the chest, then use it Once the bowbs 
to exit the room. detonate, the platform 
is raised. 
Ga eachich cherry bomb onto the round button-like switches, carefully - 
Y 
| Fog a flame-thrower. With both switches similtanedusly acti- ie : » 
‘ xajed, eh heaton lil a so ae chest) is 1wered. Grab the © asf . 
a was ig : ; Y 
e Piece! Ftd : r ; 2 
Ee 


Exit the room, using the door in the corner diagonally opposite from the platforr, 
Disco fever? No, a room full of spinning automatons! Wait for these guys to divid, 
themselves into two straight lines, then run between the line-dancing henchmen y, 


the opposite wall. Activate the box switch and head through the door. 


More of Mephisto’s clan is waiting. The goal here is not to slay the enemies, but 


i i inel (the frog monster) into jumping on the switeh. Once jt 

=p re. instead to trick the Minel ( g Jumping am i 

Flint can kill all of does that, a treasure chest descends into the previous room: Collect the Key from 
these baddies, but they just the chest. 


keep descending. Take out 


the other guys so that you Use the Key onthe one door you have not 
can deal with just Minel. opened and enter the corridor, then head up 
This makes things easier. 
Oo gk eile the steps. to the Roof of Dragonia. 
4 
TRICK MINEL INTO LANDING ON 
THE SWITCH. 
a J y 
pia r 3 ; ¢ 
oh : The Roof of Dragonia~ _ - 
Zz BATTLE THE PINK OTAMAJACK 
a Q ~ An Otamajack and giant Yulong try tosand- 
4 “ Fe: pte wich Flint. Dash off, then take on éachvone-- 
4 
YT so on-one. Although the Otamajack has plenty 
7 5 core ee 
oe i of bite, it can swallow only two or hee ; 
- “J a 
ma z to POL blows before becoming history. Next, rhop up” 


7 the ghosts, A treasure chest then nfallsfrom | 
; To avoid the bo igen 4 the ‘sky. Grab’the Key. It opens ‘the door ons 
amd seme ont cre Blocks sated. CF pith Roof of again ei the Key and ei enter, _ j 
, 
© © © throughout the middle the D Sem - 
j ughout the see Tara to ff preg 


EF 

_ _ the staircase. st 
pts 7 ik eee ct ha 
pete ena PS Bea Lin att nt F 
oan je rey) : 7 “poor soa eae 6 neil | 
ie hades 3 © then enter the room containing a Healing! $9 


_ the stirs wary ofthe rolling boulders 
[ an the’ elevator at the top of the dea 


et et? 
Fn pet a me it 


vy 


LOODFANG 


Fast and powerful, Bloodfang 
doesn’t waste time before 
pouncing on his opponents. 
He uses two primary means of 
attack. First, the striped one 
races around the room, inflict- 
ing damage on those he hits. 
Secondly, he flings a ball-and- 
chain device at his enemies. 
When Bloodfang gets angry, he 
jumps to the top of the room 


before lunging upon his target. 


Although 

Bloodfang slips out of 
sight, watch his shad- 
ow. This is the best 
way to determine 
where the tiger mon- 
ster will strike next. 


“rip: om 
The best time to 
attack the Tiger Boss 


7 


BLOODFA WARLS HIS BALL 2 ; 
5 As with all the Bosses in 


= e os ND CHAIN 


r 


Alundra 2, an important aspect 
in survival involves staying on 
the move. As Bloodfang winds 
up his ball and chain, begin 
your jog around the wall. The 


same applies as this dude 


is when he’s racing 
around the room. 
Stand some distance 
from the wall. As he 
runs by, greet him 
with your sword. A 
couple of smacks here 


gj pounces below from atop the 
room’s ceiling. 


2 


-SNvaidoot 


SMACK THE TIGER 
Boss AROUND! 


-. LHDIa ssod 


‘d bin 

“After taming the tiger, collect the 
“change and oodies from the i P if 
eae e chests sora a Bee 

- Dragon ‘Soma, and the3- wth of 

f Hop 0 = the elevator, then descend jee 
“hala down the SP f a 

- Open t the door, do bus 

a Trion the e Dragon, then head:to 


“ur i 33 ies aia 


—_Bacx To VARUNA CITY 
After arriving in Varuna City via Tirion airlines, go directly to the Castle to s¢ 
Baron. Give him the 3-Eyed Idol, collect the Herb from Ruby, then head Lo thy 
door nearest Albert. Save your game at the 


€ the 


Save Point and boost your HP and EP at th, 
Healing Pad. | hope you're prepared for a 
rather lengthy scenario, perhaps the longest 
the game. However, you'll be rewarded toway 
the end of this section—Mephisto’s and Dia 


plans are revealed in full. 


| THE BARON GREETS FLINT AT The Varuna Ruins 
VARUNA CASTLE 
ntir hrough the next door, then head yp 


hill to a room with an elevator and two spinning-automatons? Proceed past the 


bots to the foot switch and activate it so that the elevator, will work. Hop on the 


elevator and jump from it to the elevated block, then leap to the ledge. Loot tt 


chest, then hit the switch below. 


tN. @' Rtak 9%, You guessed it, a set of doors open. The cham- 
Only one of the'doors ber contains six red lanterns and a chest. Grab 
Peg f 
inithis chamber wilt opentat the Grapes of Eru from thé treasure chest, 


this time. The other door i sv : 
J then light the lanterns with the Newt Ring. 


requires a Key. 
Use the small pedestals along with Flint’s 


f : jumping ability to place fire. in each lamp. 


Enter the adjacent room and slay the two ene- / 


| PAL mies; another door opens. Head to Flint’s left. THROW THE TORCH OVER 
4 THE BLOCK. 
Pr Feet: and grab the torch, then hurl it over the stone 
Otis block onto the tall, red lantern} Hit the box 
Vere switch and advance through the corridor, 
Cog J which was just blocked by the aie 
bel do ee ily al 
/ J : Pi eee 


Ron to the dog in the next room; it wil! oper 

without a Key. With your sword and some 

fireballs SNewt Ring), lake out the enemies 

The room's r ’s roving platform starts working 

_ when Flint kills the last Misso. Grab the uanllt 
eny bombfeat the platform.and place it on 


) NOTE 499 & 
; If you fail the first 4 


_ time with the bomb-switch- 
iar r ‘platform thing, don't sweat 
it, More bombs are dropped. 


Just watch out for the falling 
~ bombs when Flint success- hg of the flip ‘switch, then light it with your 
fully crosses the ledge and is } Net Singin 04 onthe ledge. Laynch 


jumping onto the platform. 
f 7 


packtrack to the room with the six red lanterns. Use the Key to unlock 
the door that wouldn't budge earlier and enter. Perfect timing, Flint! A 
huge marble block falls into the room, obstructing a trapdoor. This cham- 
per also contains several switches, flame-throWers, and cherry bombs. 


What's a pirate hunter to do? 


Head to the left, using the stone 


block to jump over the wall, and 

place the c bomb on top of the 

flip switch ) the wall again, 

then cont ng the wall, jump- 

ing fo an area below. Prop another TIP 


; : Return to the wall 
bomb on the second flip switch, _ “2 


by hopping.on the switch, 
jump back onto the wall, then locate JUMP ONTO THE WALL. then the bomb. From the 
the small foot switch and activate it. bomb’s elevated position, 
Flint can reach the top of 


A larger foot switch is located next to the wall. 
the smaller one. Activate it. A chain 

of evénts involving a flame-thrower, 

the bombs, and the switches then 

results.in the destruction of that 

huge marble block. Jump back on 


the smaller switch and head to the 


hole that the marble boulder was 


THE MARBLE BLOCK EXPLODES! covering. 


Descend the ladder, then grab the cherry bomb and toss it onto thered 
lantern. Use the Newt Ring’to light the bomb. The explosion destroys the 


adjacent marble block. Jump On the box switch. 


Head through the newly accessible doorway. As you walk down the corri- 
dor, rows of stone statues fall into the’hall blocking your way. Hack 
through them before the two spinning automatons shred you to pieces, 


then activate the switch and enter the next room. 


Jump on the switch and leap onto 
the roving block. While riding the 
block into the next room, light the 
red lanterns with the Newt Ring, 

then vault onto the ledge and into 


" next chamber. ’ a 
‘3 pes 7 ma. TS 
onl & , - / - t y - 
iy -g™s a ; Js LIGHT THE LANTERNS. a 7 : r 
vy ue | EW 4 A - - 7 € 
| em ak ie , a 
ee J ep Ao “ i 2- ee 
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Activate the box switch and head through the doorway. Lift. the barrel onto the fi 


ing platform closest to the hoisted box switch. Vaultonto the other roving plat. 


form, then jump to the small static block. From there, leap onto the roving plat. 
ete form with the barrel. Hurl the barrel onto tp, 
Watch out for the fire- 
balls protruding from both 
sides of the wall, Either 


jump or, better yet, use your 


box switch. Presto! Two doors open. 


Proceed through the door nearest the gray 


colonnade-statue structure. Watch out; thi 


Shield. 
room is crawling with enemies. Slay the 
Missos—don't worry about getting rid of the 
other ¢uys—then head through yet another 

. ~ | TOSS THE BARREL ONTO ] 
e N O T E THE SWITCH 5 
The spinning auioma : 

tons are impartial to their Use the decanters/vases to jump high enough 

opponents. If you drive t over the wall to shoot the lantern with the 

Missos within their path, the Newt element. Once the lamp is lighted, pro- 


automatons will as readili 
o. Larhege Pe 3 ceed through the door that opens. 


inflict damage upon the 


killer plants as they would , 
- Some more red’lanterns are situated along the 


Flint. 
left part of the’room. Lure the robot into 
shooting fireballs toward each lantern. The 
, block disappears when all lanterns are lit® THE ROBOT SHOOTS FIREBALLS 
= Jump on a box switch, then head through the tt er 
nearby door. 
P 4 ” jo 9? : if ; 
ve Toss the first bomb you see onto the button-like switch (to’Flint’s right). Head into 
Fo vy fo another chamber with a bomb and flip s switch, Carry the bomb to-the previous area, 
_ _ ; hurling it onto the other button-like switch 
7 _ then enter the other chamber, grab the bomb 
and place it between the other two bombs 
es Quickly light one of the bombs, then head to 
; ‘area where you found the/last bomb. Race 
of) “through the tundelaring walls andjump on the 
re, ; bot switch, then h head through the newly 
Cor er. ; . ~ opened door. - 
ce euad, 4.64%, pe thy ‘HEAD THROUGH THE idet 
te je a as fe f ; tn preras ie tctt Leap id the Jered socks onto the next 


7 “wl . f : 
Pelt doy oT ait GF Xoo s ledge, then head Sah ape on Flint’ ‘lace the Newt Ring in 
i * ‘your F Pocket-—this chamber salad And fireballs’ Do t the ped to get to 
4 ps Aff’ “ah ‘the nx oo (ie Ld, : 


TeE . At 


ze) 


sg Leap tothe structure on Flint’s 
eft, then pick up the barrel and JUMP ONTO THE LEDGE 
return to the platform. 

gg Place the barrel next to the 
crale. 

3g Jump from each in this order: 
crate, barrel, then ledge. 


} 9@. Activate the switch and head 


down the emerging trapdoor. 
pescend the la then buff up 
your hit poi save your game 


at the Save Point. Head for the door 
closest to the Healing Pad, then 


I extinguish the flames in the four 


To T-P 
When you shoot 
one lantern, the one 
across from it also falls to 
the floor, This can 
become a problem when 


blue lanterns and—you guessed it= 


another door opens! 


shooting the last lantern. 
Place a barrel under.one 


| Enter thenext chamber and jump on 


| the box switch. A small swarm of PUT A BARREL 
i ‘ of the two lanterns far- 
| large bugs attacks, Whip out Flint’s PPE Tae nee STAM 3 
thest from the door you 
|” insectpropellant (his sword) and destroy the Aitos. Once these giant just entered. Flinttan 
wasps are gone, hop down the trapdoor. then shoot it out while 
standing on the ledge 
leading to the locked 


Descend the stairs and shoot the green statues with the Pixie Ring so that 
you can turn them around—doing ai 
so creates elevated step-blocks. Two 

Statues facing each other create a 

block. Hop on the switch, then onto 

the block between the first and sec- 

ond statue. Juxtaposition the second 


statue and leap onto the block 


between the second and third statue. 


HEAD OVER THE WALL WITH 
THE AITO CARVING. 
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Rin across the platform blocks, 
boarding the elevator, then take it to 


the area behind the carved wall: 


Leap below and jump-on the box switch. Several Skamasks descend into 
the room. Take them out, then head through the door opposite the Aito- 


[ips carved wall. 


| ~~ This room contains six green statues and two foot-switches. You need to 
i switches; which requires the statues’ help:As hefore, two 
face one another eek platform between themselves. You. re h 
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Head down the hill to the next room and slay 


DODGE THE SPIKED BALLS. 


the enemies, then hop onto the fan. This pro 
pels Flint onto the nearby ledge. Descend the 
ladder and locate the area with several blue 


statues. 


} NOTE 
Watch out for the 


Spiked balls that each statue 


shoots. With a combination 


Jump on the block, then leap onto the blue 
statues, making your way to the ledge. Zap 
the two blue statues on the ledge. Next, t 


of jumping and running, 


avoiding the propellants out the two below and head into the area with 


shouldn't be a problem. the two eyeball ghosts. 


Lure one of the eyeball ghosts onto the but 

ton-like switch. As soon as itjumps on the 
itch, freeze it with the Pixie Ring, then leap 

onto the other switch to. open the room’s door 


and walk in. 


FREEZE THE BYEBALL GHOST ON 
THE SWITCH. 


Push the blue boulder toward the elevated 


blocks and activate the box switch, then zap 
the green statue so that it moves on top 
circular button-like switch. Climb the elevated 
blocks; then jump on the box switch, Use the 


u The spikes surround- 


fans to propel yourself to the ledge and ascend 


ing the fans inflict quite a bit 

of damage—40 points. » the ladder to the hext room. 

Every time Flint. misses the 

ledge, the poor guy will’hit or the Key from the treasure chest and 

these sharp protrusions. * shoot the two green’ statues so that they face 
FLY VIA THE FANS. f 

re _ One another, then jump back down the hole 


; from.where you came. Avoiding the fans and spike, use the Key tovopen the locked 
| ers door. Shoot all of the green cylinder traps in this room, carefully avoiding the > 


j pal ad) rage of spiked balls, then leap from the elevated block onto the ledge. Head to 
On Flint s left and climb the ladder (pa. : 


crystal, quickly run so that _ r ‘ ol A ve ed - 
~ you can evade the spiked + Jump fob Saal statue head to ‘the ledge, 
‘i ‘balls flying in that direction. avoiding the spikes, then leap onto the other 
Te is Be yucs ; green statue's head and onto the elevated plat. 
- 5) «form, Grab the Puzzle Piece from.the black» 
ft : treasure chest, then head down the perk 
ele . or, 


“door into the a id with the 


pia vu: This is the room with the 


green laps, which you activated just 


JUMP ALONG THE LAMPS. 


moments ago. Don't worry about 
them; instead, run toward the elevat- 
ed block and leap onto the ledge, 
then ascend the ladder to the cham- 


ber above. 


Extinguish the flames in every other 


plue lamp, then jump from unlit 


Jamp to unlit lamp, making your way 
to the pedestal with the Aito inscrip- 
tion. Leap from there onto the step- 


like blocks. Every other block should 
be elevated. Only jump on the elevat- 
ed blocks, leaping to the platform 
with the treasure chest. Snatch the 
Key from the chest and use it to 


JUMP ALONG THE ELEVATED 
open the door nearby. BLOCKS. 


Hop onto the fan, using it to propel Flint to. the blue lantern. Zap out its 
Ii fire with the Siren Ring, then climb onto the step-like blocks to the next 
fan. Fly to some more blocks and 
jump to another fan. Extinguish the 
next blue lantern’s fire, then leap 
onto the smal! moving platform: 
Jump onto the appearing platforms 
until you reach the top of the room, 


then enter the doors. 


Have Flint set the Star Prism on the 
golden pedestal, then jump on the 


WALK ON AIR. 


glowing rock. Poof! The little pirate hunter is instantaneously brought to 
the last room he was in before entering the Varuna Ruins, Save your game 


at the Save Point and boost your hit points. 


Exit through the door nearest the 
Save Point. Destroy the yellow stat- 
ues with your Dryad Ring. Hurl the 
decanters at the stone statue, located 
Caer. Destroy the statue to 


i i Fetter switch. Hack dowa 

iE Ness ee + rough the a 
ie 
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THROW DECANTERS AT THE 
STONE STATUS. 
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The appearing 


and disappearing plat- 
forms can be tricky. 
However, with the Pixie 
Ring in Flint’s Pocket, 
you'shouldn't have too 
much of a problem. He 
can then hover in the air 
until a platform appears 
under his feet. 


TTP. 
Use one of the 


décanters as a stepping 
block. Jump from it, 
launching the other vases 
at the statue. 


Destroy the three yellow statues closest to th, 


SNATCH THB CRATE FROM THE 
ELEVATED PLATFORM. 


door Flint just entered, then arrange the bar. 
rels and crates near the small, elevated block, 
Place a barrel on the crate,then set the 
remaining barrel next to these two and grab 


the crate off the block. 


Hurl a crate and barrel in front of the yellow 
statue, then place the other crate and barre] 


on top of the statue. Use them.to make your 


way to the chest (contains a Key)~Exit the 
room, using the same door from-whence 
you came. 


Head to Flint’s right and unlock the door with 
the Key, then jump on the switch. Proceed to 
the other switch and activate it, then exit via 


the portal nearest the/last switch. 


' CLIMB TO THE CHEST. 
‘ This area contains several statues, some of 
rd Wich are hoisted in the air. Jump from the golden platform onto the two statues 
~ (these are planted on the ground). ‘Zap the other statues with the Dryad Ring, 
then destroy one of the golden statues on the floor—the one farthest from the 
golden platform. : j : 


ie 


We're just about finished here!’ Toss the the bare” 
onto the elevated/platform next to the one 
with the decanter. Jump to these objects in vy 

the following order: golden platform, , Yellow 
e~ 


; eave! elevated eae platform with er, 


“you guessed it—the room's 
¢ en oi the next chamber. 
“Donte mess Withanything: het , 5 r ( vf 
Js ft a4 Oe 5 ies J i 
to eg be the 


r he ny With a Save Point and 


Enter the door to the right of the 
foot switch. More yellow statue and 
blue blocks! This time you need to 
reach the treasure chest in the upper 
corner of the room. Do the following 


to accomplish this goal: 


MOVE THE LAST BLUE BLOCK. 


3 Destroy the two yellow statues closest to the small, elevated blocks. 
4g Move the boulders closest to the steps toward the wall—but not 
against il. 


4@ Climb the yellow statues; tumble the top block (on the set you 
just moved) against on the floor.and wall. 


$8 Push the other set of blocks toward the wall—but not against it. 
Jump from the statues to the treas- 
ure chestand grab the Elixir, then 
locate the trapdoor further down the 
ledge and hop down that hole. 


JUMP TO THE CHEST. 


Snatch the Adamant Shield from the 
black treasure chest and exit the 


MAKE YOUR WAY ACROSS THE room. Head to the door on the oppo- 
SEESAW PAQVING | BLOCKS; site side of the wall from where you 
just arrived: Jump back and-forth on the seesaw-moving blocks, making 
your way to the next set of séesaw-moving blocks: Take the blocks to a 
platform, then jump on the small elevator block. Hop,on the larger eleva- 
_ tor platform and ride it to the top. 


The elevator takes you to the top of 

the Veruna Castle’s tower. Have Flint 

set the Star Crystal on the silver 
pedestal. Jump on the glowing 


- rock/platform and teleport yourself 


g Rlicingiras. , 
See I Pr 
pl : f} ig PLACE THE STAR CRYSTAL. 
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NOTE 4 
Moving a boulder 


changes tts color from 
blue to white. You must 
move all of the blocks 
except one. Hitting the 
bax switch makes the 
boulders disappear. 


SINE EES = 


The monster's energy 
attacks always take place 
in the center of the 
room. Diaz hurls his 
boomerang-like blades 


during the explosion. 


eleporation block. Flint arrives in anot} 


Boost your HP and EP, then hop on the t 


area. Run down the hill through the door and save your game at the Save Point 


ite > >Yy j snte 
this small room. Proceed’to the door opposite from the one you just entered 


Go into the next room and speak with Diaz. Mephisto joins the party and the 


thickens. Prepare for a battle with the Baron—and his new, hideous form! 
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; en ae : Hx 
7 bs. 0 ad On — 
“Its fiate' to give ol’ Diaz his due, but this won't be easy. The Baron has become 


a large crickeUmantis-like creature. His attacks consist of hurled blades, swip- 
Zl 

ing front legs, and an energy attack that results in a massive explosion. Flint 

must dodge these assaults and attack at one strategic period within the cyclic 


movements of this villain—when the monster rests momentarily in the center 


of the room. 


THE MONSTER HURLS HIS 
BLADES AT FLINT 


GET IN SOME JABS ON DIAZ 


Your task is not too daunting if you know how this Boss operates. In essence, 


Flint must do the following to take care of Diaz's diabolical form: 


$8 Stand back while the creature swings its forearms. 
$8 Evade the boomerang-like blades the monster uses after swinging 
his arms. 
$€ Swat the monster on the head when he sits in the room's center, 
stretching his front legs. 
$€ Run along the edge of the wall as Diaz launches his energy attack 
After the Baron is defeated, snatch the Big Life Crest and 500 Gold from the 
treasure chests, then head for the door. Natasha and Ruby walk in. Follow 


them out of Veruna Castle and chase the fleeing Mephisto! 


them to the’salvage yard. Instead, Sawa @ 
lure them toward the wall: These Help some of the 
. ; bombs over the wall. 
guys will soon.pop their tops, spew- oD rah 
ing a horde of lit cherry bombs. You Mee deed coed Fear! it 
want many of the bombs to end up foward thekswitchest 
on the other side. of the wall—acti- Meanwhile, dvoid 
vating the three flip switches. any bombs that explode 
nearby. 
# > ae 
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qgHe STAR KEY 
Jand on the deck and save your game at the Save Point, then take the 
entrance inside. Head up the ramp to the Healing Pad. Beef up the little 


guy, then continue to the steel door and enter. You've got some puzzles to 


solve; mate! 

After your encounter with Zeppo, enter the first door to Flint’s left. Place 
a bomb on one of the switches, then hack another switch while using 
your element powers on the other two. Thé key is to activate all four flip 


switches simultaneously. When this is done, exit. 


Continue to Flint’s left, entering the WALK ALONG THE PATH 
OF BLOCKS. 


next door, and hop on the step- 
blocks. More blocks quickly appear 
and disappear. Follow the zigzagging 
path of blocks to the platform in the 
back of the room and jump on the 
switch, then exit the way you 


entered. 


Again, proceed to Flint’s left, then 
enter the next door. Place the cherry 
bomb on thi ll block beside th Be aE nce 

omb on the small block beside the Drop the borab 
boulder. Quickly vault Flint on top of near the marble/block 
the boulder, then to the elevated 


platform—before the block explodes! 


right after a flame jets 
from the wall. Leap onto 
the boulder before the 


Jump onto the platform with the box ee 
flame reappears, igniting 


switch and activate the device, then ' 
JUMP FROM THE BOULDER AS the unlit cherry bomb. 


leave the room. IT EXPLODES. 


Proceed in the same direction as before: Another room waits. A pair of 


Mar2Cs patrol the area. Dodge the tin cans’ laser beams, but don’t send 
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Enter the next Portal. 


If necessary, boost Your HP 
and EP at the Healing Pad, 
then exit the door that you 
Just entered. 


TAKE THIS TRAPDOOR DOWN. 


4 N“O FoR ests 
) platform, to’ 


which Flint jumps, descends 
as soon as he leaps 

4 
elsewhere. 


pn ee 4 
: 6 ; r 0 ’ ; TAKE OUT A NEW GROUP | 
+ pr 
of $C, ] ; OF MARBELLICS. 
: mf, _ f ; 
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FLINT CROSSES THE STEEL RAMP. 


LEAP TO THE TREASURE CHESTS. 


cits appear,” 
in 


mee ‘dep eae Waste the 


Once the wall disappears, activate the box 
switch, The Mar2Cs disappear and a steel door 
opens nearby. Run out the door where you 


entered and head to Flint’s left. 


Advance along the steel ramp to Flint’s right 
then enter the newly opened portal and 
ascend the ladder. Take out the group of 
Marbellies, avoiding the exhaust from their 
tails, Once they’re-out of the picture, several 


open. (Do you sense a pattern here?) 


Hop down the trapdoor nearest the blinking 
red lights (located onthe floor). Descend the 
ladder toa small triangular room with floating 
platforms—one of which contains spikes. 
Jump on the blocks ‘in this order: small step 
ping block, the platform next to the previous 
block, the platform with spikes, then to the 
platform to the right of the spiked platform 
The spiked platform should descend’to the 
floor. Jump to the ledge and gather the chests 
contents (a Key and Puzzle Piece). | 

. * 7 F 


Ascend the ladder to: the above room (the 


fx 
place whereyou slayed the Marbellics). Head 


“down the other hateh in the floor. This small 
triangular room isn't Clustered swith lots of 

pla Leip, then climb the 
ladder, Slay ‘some | more thellics and more 


tic ed 
: , 


trapdoor father the 


ake the other trapdoor, flip the 
switch, and ascend the ladder, You’l} 
o battle with the wrench-wielding 

Majimes. Sending these guys to the 
junkyard results in—yes, you 


guessed it—more accessible exits. 


jocatertthe trapdoor closest to the 

plue S. A portal is located near that 

trapdoor and this is where you exit. SLAY THE Masimgs! 
Walk along the steel ramp and hit the flip switch. You'll have to do this 


three times. Head back up the ramp/and’slay the Mar2Cs that populate 
the room. Once they're history, jump dowmthe hatch’ nearest the blinking 
red W and activate the foot switches to make the'wall disappear. Next, 
swat the flip switch and climb the ladder, 


More enemies are waiting. Put the 
pack of Mahalos to rest and more 
exits appear. Locate the trapdoor 
furthest from.the red W-like design. 
A door.is located near that trapdoor. 
Head out that door onto the steel 
ramp and collect the Key from the 


treasure chest. 


SNATCH THE KEy. 
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Return to the room and'slip.down 
the hatch (furthest from the W). Hit 
the switch, then climb the ladder. 
Create some more fireworks with the 
Mahalos. Of course, cleaning ‘them 
up results in unlocking the doors. 
/and removing the trapdoor barriers. 


. BATTLE MAHALOS! 


_ Hop down the hatch furthest from the red W, then flip the switch yet 
| again, and ascend the ladder. Make like 4 wrecking ball through the 


\. “wrénch-toting Majimes. After leaving these guys in nuts and bolts, 
E locate the trapdoor furthest from the blue S. Head out the portal near 
fae e 
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® TIP 
When Zeppo jumps 

about, his thunderous 
tantrum causes surround: 
ing debris to fall through 
out the room. Try to lure 
the hooked giant into 
areas of this debris —with 
out, of course, becoming 
the victim of a plummet 
ing boulder yourself, This 
will take some of Zeppo’s 


edge away. 


7+ P 
Discard the element 
rings from Flint’s Pocket, 
replacing them with all the 
healing potions in your 
inventory (Tonic, Herb, 


and Elixips 


Fina Save Point | Healing Pad 


¢ i " 
Enter th g 


UNLOCK ONE OF THE DOOR 


7% 


game, but now you get to fight 2 gargantuan 
old brute. He has several different attacks at his disposal. First, 
the pirate’s hook can swipe Flint or hit the ground, creating a running spark, 
Zeppo also likes to jump about, causing boulders to fall from the ceiling and 
walls. If angered, he rolls himself into a fireball, lunging at his opponent 


Like all bosses, Zeppo must me tarily res " wi 1) show biden 
who's really boss. The giant pirate often does a lit r t rg. This ie 
the time to jab his beer belly w 

then go at it again, Eventually, Zeppo v hange t ¢ ordinary loser 


that he’s always been 


Prepare for some comic relief as Flint tries to input the proper password into the 
computer. Eventually, the door opens, Enter the champber, then save your game 
again. Exit the room, taking the door nextto the Save Point. 
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Make your way past the lie ii, miniogrind entér apother corridun Mead 
the nexf door. A- P| Mephisto, a last we re ft ‘ 
» @ 
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phe Mephisto Battles 


This is the mother of all Alundra 2 Boss fights, but hey, you knew that 
‘ yy) ew that, 


right? Unlike the other major opponents, this battle is lengthy and 


requires various tactics—not to mention an extensive inventory of heal- 
ing items. Mephisto appears in three phases of this battle. First, the war- 
Jock fights as himself. In the next two scenarios, Flint must take on two 
different incarnations of Mephisto: a large reptilian beast and then a 


mechanized room of torment. 


ASS By I" 
MEPHISTO AS 
FES) Ui Gaby |S oR F 


The sorcerer is at his weakest here. He magically appears in the four 
lit corners of the room. If Flint doesn’t get to him quickly, Mephisto 
sends several balls of energy toward the little guy. The trick is to 


attack the wizard as soon as he appears in a lit area. 


NOTE 


Watch out for those 
energy balls. They cur! 


around, seeking their 
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target. Run, jump, 


and run again! 


MEPHISTO HURLS ENERGY MEPHISTO SMUGLY LAUGHS 
BALLS AT FLINT. AT FLINT. 
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Stand around the center of the floor, waiting for Mephisto to reap- 
pear. You'll hear him. He usually appears in the corner farthest from 
where Flint is standing. Mephisto will also re-appear in the same 
white circle from time to time, depending on where Flint is located. 
Hack away at the wizard each time until he begins rotating head 
over heels in the air, Mephisto will reemerge several times. Once he’s 


had enough, though, he'll transform himself into a monster. 
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HASE II: 
MEPHISTO AS THE 
REPTILIAN MONSTER 


Mephisto turns himself into a large green beast that is part lizard and part 
insect. The creature attacks by pounding its feet on the floor. This thunderous 
stomping creates vibrating sparks that—if they hil Flint—produce around 60. 


i y) as y. C 


ad : INE OF THE CREATURE’S 
ee 2 es BLACK. 
The monster's legs are its strength and its weakness. In fact, they are the only 
parts of the creature's body that can sustain damage. Your goal is to hack away 
at each leg until it turns black and starts smoking. Once all four legs are black, 


Mephisto rejuvenates his limbs. He can do this only two times, though. Thus, 


you must blacken a total of twelve legs to advance to Phase III. 


This should be your basic attack strategy: Start with one of the hind legs. , 
Attack the limb until it turns black, Hack the front leg near the wounded back 
leg. Once it’s smoking, head to the back limb on the other side. Put that 
appendage out of commission. Finally, attack the other front leg. While doing 
this, dodge the sparks from the stomping leg. Eventually, Mephisto will mutate 


to a new form. 


HASE III: 

MEPHISTO AS A 

MECHANIZED ROOM 
The warlock definitely has home court advantage here. In the early stages of 
this contest, Mephisto attacks with his long mechanical arms (they swat at 
Flint) and laser beams that jolt from above the evil wizard’s head. Excuse the 


pun, but the key here is to destroy the three large turnkeys in the room, 


HACK AT A TURNKEY. WHACK THE WIZARD'S HEAD! 


all, avoid the large hand, and then attack the left turnkey. This requires 
forth along the wall when the hand roves in Flint’s direction or when a 
ns appears. 


You're no tout of this room yet. An angry Mephisto, along with lasers, spits missiles and a para- 
lyzing ring of blue energy from time to time at Flint. Dodge the assaults by staying on the 
move. Head alongside the walls—near one of the arms—when these attacks are launched. 


Mephisto occasionally sticks his head out. That’s when Flint must whack the wizard’s noggin. 
Unfortunately, you must do this a number of times before defeating the evil one. Persevere and 
Flint will be victorious! 


Run out of the room before the boulders fall onto your head. The Central Control Mechanism is 
destroyed. Flint has three minutes to get out of the craft before impact. 


MOO'TO AHL 


cs LSNIVDV DNIDWYf5 


Racing Against the Clock 
Wary of the crumbing ceiling, 
head down the corridor.to the - 
room with Healing Pad. Exit 
the room Via the door to” c 
Flint’s right, then head to the | 

_ &xit at the bottom of the cham: 
ber and enter. Proceed down — 


k , “| TrRION HOVERS ABOVE THE 
j q ACE AGAINST THE CLOCK] « 
_ _ the corridor to another room. 4 ; SNOW-CLAD LANDSCAPE. 


“ ; 


3 . ' mB. 

F Hop down the trapdoor farthest from the blue S, then flip the switch and ascend the ladder, Locate the 
Be trapdoor furthest from the red W aid exit the door nearest this trapdoor. Hit the switch on this corridor, 
©)“ then return to the room: Descend through the hole farthest from the blue’S. A door is located in this 

| © © small triangular room. Enter it, then run across the steel ramp to the area where you first met Zeppo in 
P ar Tis ten Ent the doorway (indicated by oe light from ew “e - 
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 Titto comps catch you. 
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TEMS & WEAPONS 


The characters, puzzles, and locations are, of course, a major pa tu Dut 
u won't make it far without these peripherals, Flintneeds wear ng the 

numerous pirates and automatons that pop up throughout the gam ments and 

items are alsonecessary for solving a multitude of puzzles. Get the Pp 

these objects are critical to your survival—and where you can find them. 


SworRpDs 

Flint’s sword is his primary tool for slicing and dicing through adversaries. Since 
his opponents’ strength generally increases throughout the game, the young lad 
should try'toupgrade his saber at any chance he gets. Each sword level increases 
Flint’s Attack Points. These weapons, for the most part, can either be purchased at 


item shops or found in treasure chests. 


GA ONG SWORD RONZE SWORD 


Level: 1 
Location: Begin with this sword Location: Paco Village 


ROAD SWORD ( UNE SWORD 


Sccaliobs Eden Village 


ISING SWORD 


Location: Puerto Medusa 
(Milena’s Mansion) 


iSHIELDS 


shields provide a means of protection from enemy attacks and fireballs. Each level upgrades Flint 


} ; 
pefensive Power. Like swords, shields can be found in Item Shops and treasure chest 


UCKLER SHEILD 


Level: ] 
Location: Begin with this shield 


Level: 3 
Location: Gwaba Town 


AR SHIELD 


Level: 5 Level: 6 


Location: Varuna Ruins Location: Puerto Medusa 


|ELEMENTS 
| Elements—in the forms of Rings—bestow certain magical abilities to the person who places them in his 
or her pocket. Each Element represents’a constituent of nature. The Dryad Element represents Earth, 


the Newt Element represents Fire, the Pixie Element represents Wind, and the Siren Element represents 


| Water. All four have distinct characteristics and are’necessary for the completion of Alundra 2. 


tint RING 


‘unction: Put in pocket to step attack 
enemies. Shoot at Yellow Traps. Enables 
Flint to drop a boulder on enemies. 
Location: Eden Village, Deadeye Zach's 


: Put in pocket to float in air. 
Shoot it at Green Traps. Flint can also 
‘use it to momentarily freeze enemies. 
Location: Dun Webb, Deadeye Zach's 


Function: Put in pocket to withstand 
heat. Shoot it at Red Traps. Enables Flint 
to shoot fireballs at enemies. 

Location: Mount Firedrake, Deadeye Zach's 


jon RING 


Function: Put in pocket to swim in 
water. Shoot it at Blue Traps. Flint can 
also use it to steal enemy's HP. 
Location: Gwaba Town, Deadeye Zach's 


% SNOdVEM B® SWAL 


BASIC ITEMS 


Although you have a sword, shield, and maybe a few rings in your pocket, Flint won't get far without 


the game’s most basic items. These goods, generally, are important for boosting HP (Hit Points) and 


EP (Element Points), After all, Healing Pads are rather scarce. Some exceptions exist, such as the 


Compass—an item that provides assistance navigating extensive tunnels and labyrinth-like locations, 


For the most part, you can purchase these goods from Item Shops, trade for them with characters in 


the game, or find them in treasure chests. 


Function: Restores 100 HP. 
Location: Found throughout the game 


Function: Restores 600 HP. 
Location: Found throughout the game 


ORIAN NUTS 


Function: Restores 200 EP. 
Location: Found in various spots, such 
as Puerto Medusa 


Location: Found in various treasure 
chests, such as in Dunn Webb 
and Gwaba Town. 


‘unction: Place in pocket to discern 
which direction Flint is traveling. 
Location: Kindra Forest 


Function: Resto 300 HP. 
Location yughout the game. 


Function: Restores all HP and EP. 
Location: Deadeye Zach's, Gamar Isle 


RAPES OF ERU 


Function: Restores 500 EP. 
Location: Found in various spots, such 
as Gwaba Town. 


LIFE CREST 


Function: Provides an additional 100 HP. 
Location: Usually offered after 
defeating bosses. 


(O1r RING GEremencar CHARM 


4 
Function: Place in pocket and Attack Function: Place in pocket to reduce EP 
Power greatly increases. usage for Elemental shots. 
Location: Gamar Isle Location: Church of the Key 


. EMENTAL RING 


Function: Place in pocket to increase . Function: Enables Flint to shoot two 
P recovery speed. ! Elemental shots. 
cation: Eden Ruins i Location: Deadeye Zach's 


SPECIAL ITEMS 

This category consists of miscellaneous items. A variety of things with a variety of functions are found 
throughout Alundra 2, including darts that you can use in the Mini-game at Deadeye Zach’s, keys that 
unlock doors, and-a Gauntlet that is employed for the special Sunburst Attack. Learn all about them 
right here. 


oGulana DARTS 


Description: Used to play darts at Description: Keys used to open doors 
Deadeye Zach's Location: Found in various treasure 
Location: Found after slaying certain chests throughout the game 
enemies. 


Description: A strange key Description: Special key Flint must 


Location: Airship fe use at Eden Ruins 
2 Location: Eden Ruins 


ND-CARVED COW 
Description: Special key that opens Description: Famous hand-carved 
Seagull Ruins vault door cow momento 
Location: Sunken Ship Location: Toroledo 


SNOdUVHM 8B SWAL 


Z AUNTLET 


Description: Press and hold down 
the Attack Button, then release for 
Sunburst Attack. 

) Location: Lord Jeehan’s 


OLD BADGE 


Description: Award given to 
courageous pirates 
Location: Puerto Medusa 


= Description; One of the Three Relics 
® Location: Seagull Ruins 


j Description: Fit into Jeehan’s puzzle. 
Location: Found throughout the game 


Description: Dragon Medicine 
Location: Dark Isle 


Description: Strange stone 
Location: Seagull Ruins 


TA STONE 


Description: This stone emits a 
strange light. 
Location: Deadeye Zach’s 


ee 


Description: A normal hammer 
Location: Yagin Harbor 


et , IRATE EARRING 


Description: An earring with a 
pirate mark 
Location: Puerto Medusa 


jor TAR CRYSTAL 


Description: One of the Three Relics 
Location: Eden Ruins 


AMP OF LUMIERE 


Description: Key to open the 
sealed tomb : 
Location: Paco Village Ruins 


MENTAL ORB 


Description: Provides an additional 
100 EP 

Location: Dun Webb, Eden Ruins, 
Sunken Ship, Turnkey Dam, Dark Isle 


HREE-EYED IDOL 


Description: One of three Relics 
Location: Dark Isle 


Description: Strange ore used 
make keys 


Location: Mount Firedrake 


PUZZLE PIECES 
: of 60 Puzzle Pieces are Scattered throughout the game. The following list is 


ensive and even includes pieces found in Mini-games within a particular location. 


LOCATION 2 5) © TOTAL 

Fallen Airship’p)s Gee OFS f°}. = of 

Bombed Paco Lp acs 

Kindra Forest" a3 8 

Tortuga Beach =~ 1 

Toroledo 4 

Ox Tank ot ones SS 5 ; 

Howling Cave 1 

Dun Webbs Fs | 

Yagin Harbor © 6 =! ) 

Puerto Medtisa — 4 

Milena’s Mansion at 4 

Gwaba Town — _ ——4 

: LRui 5 

i) oo —_ 1 

Rien Ruins! ee 5 

Paco Village-Ruins” l 

Church bf-the Key —______ 

Turnkey Dam 2 

Mount Firedrake + -1_-+--— 

Dragonia <p 

‘ 3 PAP oe 

Varuna Ruins ra ie , 
Bo hn Or Cyt 

' 5 j : 


HE MINI-GAMES 


Alundra 2 is\a deep’game. Not all its elements are found in a typical run-through 
of the game. That’s why we've included this chapter. Here you'll find the Mini- 
games that you don’t play in the walkthrough. If you normally pass through a 
game—such as the mining cart game—in the normal course of évents, we won't 
include it here. Neither will we go into strategic detail on the games. They are a 


simple games; the trick is finding them, not-playing them. 


CHAIN REACTION BOMBS 
Enter Kindra Forest, then follow the path 
across the first bridge and take a left. There's 
2 platform that leads to thé river. Place the 
, Siren Elemental Ring in your Pocket, walk off 
of the platform into the river, and then follow 
the river underneath the bridge. There you'll” 
hey ; find another platform that allows you to,climb: , 
ae J out of the river. Climb up’the new platform 


j and run straight ahead. Directly in front of a THE RIVER 
ry you will be the entrance to the Chain Reaction 
Bombs Mini-game. PAs i a OS 


“~ 


DO BIN UD APS. tf 
ae efi 3 pa: Rortstg and ih their path” f 
the fit bridge. Conn oli i the 

ath path p pag block a an pul frat 

“block ks; then turn ight. L. Goa ss the seco cond 
bridge and turn left. You will see a yellow ty? e 
ue blocking an entrance't eur for ere 
_ Place the Dryad Elemental Ring in y 
; “Pocket‘and shoot an elemental &hg 


: 


CROSS OVER THE BRIDGE TO 
. ap, THE YELLOW STATUR, 


Follow the same directions you-used for 
the Dogs and Traps Mini-game, but 
instead of going over the second bridge, 
continue following the dirt path. Follow 
the path up the “stairs” and past the 
dwarves until you reach the push-pull 
blocks. Move past the blocks and up the 
ledge on the other side using the moving 
THE BLUE STATUE platform. You'll notice’a circular clump of 
trees directly in front of you, Run to the 
other side of the trees and spin the camera angle around 180 degrees so that 
you can see the blue statue. Place the Siren Elemental Ring in your Pocket and 
shoot an elemental shot at the statue to destroy iLand gain access to the RC 


Car Mini-game. 


THE SHOOTER, THE RUN, AND 
1 Hip RA Paley rh ee oo = 
All three of these games are on Gamar 
Island: Gamar Island is located in the 
lower“left-corner of the main map screen 
(which shows all of the different map areas 
such as Kindra Forest,or Paco Village). It’s 
easiest to get to Gamar Island if you have 
already rescued the dragon. 
Ay eA To reach Gamar Island, earlier in the‘game; 
you must talk to the skinny pirate stand- 
ing at the end of the dock on Puerto’ Medusa Harbor after Alexia does her “belly 
dancing” show. After leaving the restaurant where Alexia performs, turn left and 
£0 past the Item Shop and Inny Around the corner from-the Innis a set of 
Stairs. If you’re facing the stairs to walk up them, turn 90-degrees to the right 
_ and run all the way out to the end of roe Medusa Harbor to talk to the 


-INIW 4H 


skinny pirate: LA ee LTL NSE 


F 
- Once at Gamar Island, enter the main building (the Juice Bar-Tkageso) and 
descend the stairs to the right, Talk to the man directly in front of you at the bot- 
tom of the stairs to purchase medals, Each Mini-game Costs 10 medals to play, so 
da pocketful of medals to start with. Now turn 90 degrees to your left 
ard antil you see the three doors in fro Of) owaBach dooris en, 


iefentMi Yo eee in tHejdoor lo the right } 
ff 4 ‘ : ; 
fier jor, andPhe Run is throtigh the left door. ory 


4 ry f3 a 


; a oe) “aes 


> Pry sawvo 


f 


Scissors/PAPER/ROCK (SPR) 


The SPR Mini-game is located in Puerto 


Medusa. To access it, enter Puerto Medusa and PusrToO MEDUSA 


climb the stairs around the corner from the 
Inn. Turn left and go up the second flight of 
stairs that leads to the Warehouse. Enter the 
door to the right and run to the back of the 
room. Climb up theJadder, turn right, and go 
across the “bridge.” Turn left and climb up the 
second ladder. Talk to the skinny pirate at the 
top of the ladder to play the SPR Mini-game 


Butt FIGHTS 


- Bal Fighting Aree 
The Bull Fight Mini-game is located in 


Toroledo. To find the Bull Ring, turn right 


after entering Toroledo and continue on. Note 
that you must be alone to play the fights. 


Alexia seemS to’have a moral objection to it. 


e . DARTS 
THE BULL RING 
You play*Darts’at Deadeye Zach’s, It's not hard 
NOTE té find on the World Map—it pops just after 
Soin sternite you leave Howling Cave. You'll need a slew of 
this game before you can the Bone Darts from offing monsters 

play Scissors /Paper/Rock: » (Sarumata’s, for example). Once you’enter 

Deadeye Zach's from the World Map, enter the 


only building on the site to play the game. 


’ CATCH THE 
ee gt EE REEING-POES 
- fog 4 This game is in the Warehouse in Puerto Duapays ZAcH’s 


oy Medusa. ‘Nuff said. 
\ / 4 


f f« as 


ESTIARY 


Walkthroughs are great; so are general strategies. But 
you've got to have information if you are going to win. Said 
information follows, this is the place to glean tidbits on the 


monsters and machines you'll battle in A/undra 2. 


S| AUVLLSA 


k 


Fe Laledadelaiel aielatelatelaidl ela 


LOCATION 


This guy looks like a Mosquito. It attacks Flint 
with its stinger and then jumps back. 


As the name implies, the bat looks like a bat. It 
swoops on Flint from above, attacking the pirate 
hunter with ultra sonic waves that emanate from 
its mouth. 


Pererere rere pore rere rere Syed ape ey age ye ae 
VERSION 1 VERSION 2 RSION 3 


if LOCATION LOCATION 
ol 


ee ele ee ee ee ee ee es ee parte rere rt rr ee 


LOCATION y LOCATION : ll Ruins 
if 


Green goblin-like creature. They love to chop What an odd hat... Seriously, the Honmar uses 

wood (or Flint), whichever is handy. the manhole cover as its camouflage, hanging 
low until Flint nears. Its flame attack, however, is 
nothing to laugh about. 


A OBLIN 


= ites ; 
rtm ete ee ee ee eee ee ee ie 


| Le 
arrecTe aa 
"y LOCATION 


Koblin is a bull-like animal, Strong, but not 
tremendously fast, its attacks should not pose a 
real threat. Keep moving to mitigate its assaults. 


sale calles eles pstien cotien poten cation mates rors 


ATTRIBUTI 


LOCATION 


A Shark looking fella with the sharp teeth. Itadaki 
is a quick swimmer. It darts about and then hov- 
ers. It attacks Flint on sight. 


bird attacks Flint with its powerful 
ging the attack mitigates its effect, 


af : 
re Peer re rere ees ee 


A LOCATION ba Town. 


A Venus fly trap with an attitude. This snake-like 
plant stretches its stem and snaps at Flint. It is, 
however, much tougher than its cousin, the 
Mademoisl. It'll take a few whacks to down this 
Philodendron. 


Pererere rere rons 


LOCATION [en 


One of the easiest conquests that you'll face. This 
serpent-like monster is little more than target prac- 
tice. Normally found on blocks (blocks that you 
need for stepping stones), hack it and move on. 


Another of Mephisto's henchmen. These, however, have 
traded in their swords for bombs. Make no mistake, 
their bomb-pitching is way more deadly than the 
Mastar’s sword slinging. The Madnes also have a nasty 
habit of pitching several bombs in their death throes. 


eT DN ld kel Dd ed ll el eld 
VERSION lL VERSION 2 


LOCATION LOCATION 


Pere rer ee ee 
VERSION 3 


rachnid that's not exceptionally tough. 
ll, it doesn't take long to hack through 50 
hit points. 


The Mahalo looks like a cannonball on legs. It 

attacks Flint with both a Rocket Punch and a 

Beam. It's tough to judge the speed of the 

incoming punch. Stay still until the punch is en 

route and then run quickly to one side. 
ATTRIBL ) ATTRIBUTE (na 


4] == 


The Majijan wears a grass hat and wields a mean 
knife. When struck, the Majijan hides under his 
hat in the ground. If Flint turns his back the 
Majijan reappears and throws a knife at Flint. 


This is cross between a nomad and an anteater carries 
ars to be a tank of napalm on its back. It 

by spewing flames from its mouth. Goo i} 

tit takes awhile for the Maguma to recharge 


Parere rere rer ers eee | 


> | 


A huge thumb with spindly arms and an eyeball 
on top. It attacks by stretch-punching Flint. 


It tries to hide behind Flint when the pirate 
hunter attacks, 


OCATION 


A unicycle robot who walks soft and carries a big 
stick. In this case the stick is a huge wrench, Be 
careful, Majime swings it carefully. 


Similar to a wooden puppet, the Mallionet wob- 
bles toward Flint and attacks with his sword. 
Each time Flint connects with the Mallionet, the 
puppet loses pieces of its frail body. When defeat- 
ed, it falls apart. This puppet is not a "reala boya." 


AUVLLSH 


Pore rere rer ere rs rer. 


Tine 


|ATTRIBUTE [aU 


a 


Looks a bit like Mufasa, doesn't he? This li 
however, isn't friendly. He attacks b 

scratching. After mauling our hero, he leaps over 
Flint (Like Alexia says, "If he wasn't so short..."). 


i| tla plies lie eller ellen ls mie pees ihn ll 


[a] een 7 | 


Think of the Mar2C as a first-generation 
BattleMech. Its long-range weapon is a laser. 
Up close, it likes to swamp Flint with massive 
bombs fired from its head. 


The Marbellic looks like 

pair of feet. It damages Flint by quickly charg- 
ing him. It can't attack while standing up — 
this is the best time to get in your licks. 


Dog-like monster with a spiked tail. These 
pseudo-cannines use their tail to attack Flint. 
Best taken out with the Sunburst Attack. 


Mephisto's first line henchmen. These are the 
guys Flint first faces in the original airship battles 
and meets in several other places, as well. They 
are your basic hack and slashers. 


Pore rss ree re 
VERSION 2 


LOCATION LOCATION 
a 
| 


reorereresrerer 
VERSION 3 


ATTRIBUTE i eee 


LOCATION 


Mine-like monster. It floats in the water, firing five 
pullets from its mouth as Flint approaches. 
Continues | Flint with mouth-spewed 
bullets unt iminated. 


eA : fa) 
pen ee em en 


A monster reminiscent of the U.S. Navy SEALs 
frogman logo. Obviously, it attacks with the 
harpoon, but can also blow damaging bubbles 
from its mouth. 


These look like something from a tropical beach. 
The missiles they launch, however, are no trip to 
the seaside. It's best to stun these trees with the 
Siren Ring and then hack them limb from limb. 


VERSION lL 


\TTRIBUTI 


er 


pr 
ATTRIBUTE BO 


Flint approaches 


exploring the m. Element shots 


Pairs, the I 

long sword to take care of b 

costs, being cor by these reptilian raptors. 
Without anywhere to go, along with the 
Mutepp st and steady strikes, Flint will be 
toast in seconds. 


This bloated tadpole attacks Flint with its frog-like tongue. 
Dodge the tongue to avoid the damage. 


rPererere rere Pere re rs ere 
VERSION 1 VERSION 2 


[1 Ec oa Se | 


Pere re ee ee ee 
VERSION 3 


JATTRIBUTE 


LOCATION 


LOCATION Ruins LOCATION [aw 


| 


ke animals inhabit Kindra Woods. 
int with a club. Killing them 
is some Bone Darts. 


SI KOMASK 


ed ed ee Te 


Mele wetehme Milena’s 


This skunky fellow attacks with his smelly gas. 
The noxious fumes can cause a significant 
amount of damage. 


Z/rsicarco 


This bad guy carries a Snail shell on its back. It 
cannot be damaged when it retreats into the 
shell. When attacking, it jumps over Flint. If 
Flint runs into Tabicargo's mucus, Flint slows. 


Pereresre rere rere rerererer 
VERSION 1 VERSION 2 


ITS 
LOCATION os LOCATION 


aa oe. 
2 eae eS a surprising wallop. It can, Kind of a mean version of Big Bi 
ie er, be avoided. We recommend that you hop/rush Flint and peck him with the beak. 
do so. ‘ 

Better avoided than confronted. 


VERSION 


ATTRIBUTI | None 


LOCATION. | Eden 


ed ed ed en ed oe) 


/ATTRIBUTE | TI 


LOCATION 


The Trekee is a large bird-like creature. It will 
hop after Flint and attack him with its massive 
beak. This creature doesn’t have many hit points; 
usually a swipe or two will bring it down. 


SUKUTSUKUBALL 


This is one tough customer. Its hard shell protects 
it from most attacks, although it is susceptible to 
the Pixie Ring. It attacks Flint with either its head 
needle or by spewing acid from its mouth. 


re ee rele els ee ee 
VERSION I 


VERSION 2 
i: ae ar: 


7 : ; 
pls pet pel pete pete em im pie ee 


A crossbred, rabbit and opossum. Capable of y 
flying short distances, the Usasabi normally stays 
on the ground until Flint approaches. It then 
takes off and attempts to bodyslam Flint. 


A jelly-like monster that wanders the dungeon halls. It doesn't 


initiate battles with Flint, but clones when killed. 


ee ee ee eo ee ee ee ee ee ee ee 
VERSION 1 


Hs Sea 
ATTRIBUTE Beate | “ir 
Milena’s LOCATION [AGutrs 


Mansion 


VERS 


ll en ee en en rere re ee eee ee 
VERSION 4 VERSION 5 


LOCATION 


ATTRIBUTI 


LOCATION 


LOCATION 


FD el el el ld 
VERSION 3 


Re ed ed ee 
VERSION 6 


eames re ee ee 
VERSION 9 


pEVEL 1: AIRSHIP 


BEGIN GAME HERE 


TRAINING CORRIDOR 


CAPTAIN’S QUARTERS 


REAR DECK 


SdVW Vid 


LEVEL 2: PACO VILLAGE 


SWORDSMAN SHRINE 


SAVE POINT 


VILLAGER’S HOUSE 


FINROD’S HOUSE 


ITEM SHOP 


HOUSE WHERE GATE TO 
FLINT AWAKENS KINDRA FOREST 


LEVEL 3: 
KINDRA FOREST 


LORD PRUNWELL HELPS 
YOU OVER LEDGE & 
PUSH STONES 


BEGIN HERE 


,pBVEL 4: MOUNT SPARROWHAWK 


CAPTAIN’S QUARTERS 


SdVW Vid 


WAREHOUSE 


PANDORA BOSS FIGHT BATHROOM ais 

w\ 

i Te p 
+ 


% 


DODGE STEAM JETS 


CZ 


LEVEL 5: PACO VILLAGE BOMBED 


SWORDMAN’S SHRINE 
(CONTAINS LORD JEECHAN) 


ENTRANCE TO 
PACO VILLAGE RUINS 


VILLAGER’S HOUSE 


LEVITATING PLATFORMS 


SHOP KEEPER 


LEVEL 6: 
TORTUGA BEACH 


BEGIN HERE 


VERANDA ADMIRE WALLS CAN BE 
DUCKS KNOCKED DOWN 


ELEVATOR 


LEDGE : ia 
with ——————— 4 
CHEST —). j 
ang +e / 
BATTLE TSI way 


YELLOW rs BLUE PLATFORM WAITS HERE 
IDOLS IDOLS 


ELONGATED WOODEN PLATFORM 


LEG 


pEVEL 7: TOROLEDO 


SdVW Vid 


VALLEY PIERRE’S HOUSE BULLFIGHTING ARENA 


WAREHOUSE ITEMSHOP INN’ INNROOF ”y 
és | 


LEVEL 8: OX TANK 


AUTOMATONS ARE 
HARMLESS HERE 


STONE BLOCK AND CHEST 


SWITCH 
FIXES 
ELEVATOR 


3 _—_ 


= 


aes 
\ ere 


HIDDEN CHEST 
—_ 


SWITCHES = 


C 


OUT OF ORDER 


=e ELEVATOR 
“ac HEALING PAD 
_o" ALEXIA WAS 
2 ON THIS 
; % 4 LARGE PISTON PLATFORM 
HEALING PAD & FLIP SWITCH 


SAVE POINT 


é 
rt 


TERRAIN OF MITHRA 
‘VALLEY (BEGIN IN 
THIS AREA) 


L66 


SWITCH UNLOCKS 
DOOR THAT METAL 
WALKWAY LEADS TO 


MARBLE 
BLOCK & 
CHEST 


SdVW Vid 


SLAYING ENEMIES 
ACTIVATES ELEVATOR 


TREE WITH CHEST 


HOLE FIGHT MUTOX 
SWITCHES THE BULL 
USE PLATFORMS TO 


REACH SWITCH 


AVE POINT & 
EALING PAD 


4ad7 


LEVEL 9: HOWLING CAVE 


LEADS TO DUN WEBB DEADEYE ZACH’S 


MOVING BLOCK 


RETURN TO 
ALEXIA & LUCA 


BEGIN HERE FOLLOW PIERRE LEADS TO 
Aen adele DEADEYE ZACH’S 
HIDDEN CHEST 


BURN ELEVATOR 

THESE WORKS WHEN BOTH 

TREES SWITCHES ARE ACTIVATED 
SIMULTANEOUSLY 


| ppVEL 10: DUN WEBB iapppp 


MINE SHAFT ELEVATOR 


HOUSE OF 
HAPPINESS 


DUN WEBB 
ELEVATOR ROOM 


GREEN TRAP 


SdVW Vid 


PIXIE RING 
IN CHEST 
SAVE POINT & 
HEALING PAD 


SECURITY 
® CONTROL 
ROOM 


. WALL THAT YOU 
=) CATCH UP 
S WwITHALEXIA CAN KNOCK OVER 


& PIERRE 
HERE 


‘TREASURE CHEST 


LEVEL 11: YAGIN HARBOR 


SAVE POINT 


PIRATE SHIP 


LEVEL 12: PUERTO MEDUSA TEST NEW SECURITY 
GOLD BADGE TESTING CENTER IN THIS BUILDING 


WAREHOUSE 


SHIP BUILDING 


Vf FACTORY TREASURE 
CHEST 


_ © BEGIN 
HERE 


1 » 
\ 1 i 
ST 
RESTAURANT CHE 


| ITEM SHOP 
LIGHT 
DODGE ROCKS & BALLS LANTERNS 


DODGE ——~ | 


LIGHTHOUSE DECANTERS CHASM 


pEVEL 13: MILENA’S MANSION 


BARRIER 


MORE NEKNEKS 
FLIP SWITCH 


DEFEAT 
YULONGS 
& KOBLINS 


SdVW Vid 


4 DECANTERS 
CONTAIN NEKNEKS 


HEALING PAD & 
SAVE POINT 


UNDULATING 


FIGHT 
KINOKODILE 
HERE 


TAKE ELEVATOR 
AFTER DEFEATING 
KINKODILE 


ELEVATOR WORKS AFTER 
SLAYING YULONGS 


3 BLUE IDOLS 
BARRIER BLOCKS z (ONE HAS A CHEST 
LADDER TO KITCHE! ON TOP OF IT) 


LEVEL 13: MILENA’S MANSION (CONTINUED) 


JUMP DOWN HATCH 


SAVE POINT & 
HEALING PAD 


IT SWITCH TO REMOVE 
FLOORTRAP BARRIER 


TALK TO PIRATE 
CLEANING CHIMNEY 


NEED TO SHOOT GREEN 
TRAPS & RIDE ELEVATOR 


CLIMB HIDDEN 
BRIGHT TREASURE 
COLORED CHEST 
IVORY STALKS 


MILENAS 
DRESSING 
ROOM 


SPEAK WITH 
PIRATES 


CLIMB DOWN 
CHIMNEY 


MILENA'S ROOM 
OF PUNISHMENT 


LEVEL 14: OCEAN CAVE 


ALL EYEBALLS 
HURL BALLS ~ 


HIT SWITCH READ SIGN BLUE IDOLS 
TO VANISH tart Ae we 


ENEMIES 
RED EYE SPITS FIREBALLS <a 
BLUE EYE HURLS BOMBS 


» 


GREEN IDOLS ' YELLOW IDOLS 
—— ~~ , . a nil 


SdVW Vid 


CHILDREN OF 
THE CROWN 
HEADQUARTERS {ei e 


RED IDOLS 


LURE FIREBALLS ; - a 
TO LANTERNS 


i 
t 


ry READ SIGN 
M FOUR BLUE 


DOORS BATTLE THE 
CREATE FLAMING re 
ARROWS EYEBALL GHOST RING 
LIGHT LANTERN 
WITH TORCH 


SWITCH 


> 


SAVE GREEN | INVISIBLE 


HEALING 


PAD POINT TRAP BOX 
SWITCH 
GREEN — 
ISLAND mor 
MERCHANT 
INVISIBLE 
SIGN 
LURE 
FIREBALLS 
LASER-SHOOTING BEGIN HERE TO THESE 
EYEBALL GHOSTS GREEN LANTERNS 
BLOCKS 
GREEN 
TRAP 


LEVEL 15: DUNGEON 


= i VARUNA CITY 


LEVEL 16: GWABA TOWN 


LEVEL 17: SUNKEN SHIP 


SAVE POINT 


~ 


SLAY SHARK BOSS TO 
COLLECT SEAGULL RUINS KEY 


B® 
tH 
> 
— 
> 
a) 
n 


ub 
SAVE POINT & 
HEALING PAD 


LEVEL 18: 


SEAGULL RUINS 


SLAY ISHMAR THE RUINKEEPER 
TO COLLECT STAR PRISM 


SdVW VAw, 


PUZZLE PIECE 
IN CHEST 


SWITCH OPENS 
TRAPDOOR 


DESTROY 
STONE IDOLS 


PUZZLE PIECE IN CHEST 


A¢7 


LEVEL 19: EDEN VILLAGE 


OBTAIN DRYAD RING SHOOT YELLOW IDOL & 
f FROM NATIVE COLLECT ROUND KEY 


x Nh 


SHOP (SAVE POINT) 


LEVEL 20: EDEN RUINS 


| pEVEL 20: EDEN RUINS (CONTINUED) 


KEY IN CHEST 


SAVE POINT & HEALING PAD 


PUZZLE PIECE 


COLLECT KEY 


PUZZLE PIECE 


19 


LEVEL 21: PACO RELICS 


LAMP OF LUMIERE 


LEVEL 22: 
MAKO WHALE 


PUZZLE PIECE 


INTESTINE AREA 
GLOWING ROCK 


CHAT WITH 
RUBY & ALBERT 


INTESTINE AREA 


LEO SAVE POINT & HEALING PAD 


pEVEL 2 2 MA KORW. HALEY conrinvzp 
BRAIN AREA 


STAR CRYSTAL 


ty 
BETWEEN > 
HEART & 
STOMACH < 
~S 
G af 
Vee 
\ Wn 
a 
KEY IN 
CHEST 
GLOWING STONE 
SLAY CPU THE 
MECHANICAL 
HEART BOSS 


STOMACH AREA i H AREA 


INTESTINE AREA INTESTINE AREA INTESTINE AREA 


= 


INTESTINE AREA 


LEVEL 22: MAKO WHALE (continvueD) 


AIR PIPE AREA 


(Ga 


et 


*) 
Paesd 
« 


LUNG AREA 


I, Je 
a f STAR FLIP 


ROPOWING 


t ROCK PRISM SWITCHES 
ees oc ee 


EVEL 23: DUNGEON 


FOLLOW 
NATASHA DOWN 
SAVE POINT & HEALING PAD THIS HATCH 


ty 
ae) 
N 
CAN VIEW THIS 
SWITCH ONLY ary 
MOMENTARILY pict atg 3 


YOU HERE 


LEVEL 24: CHURCH OF THE KEY 
TOWN HALL 
ELEVATOR 


TALK TO SECRET GREEN BLOCKS 


“fg BOX 
| SWITCH 


3 GREEN BLOCKS 


HIT 3 OF 
THE FIRST 
4 SWITCHES 


TURNKEY DAM 
LURE FIREBALLS ONTO SOME TREES 


LAVA CHAMBER 


AVOID SPINNING LAVA CHAMBER 
LSY AUTOMATONS 


TO 3 LANTERNS 


ppVEL 25: MT. FIREDRAKE 


RIDE PLATFORM 
ACROSS RIVER/LAKE 


y . ™» . \ 
BLOCKS MOVE BY . | 
HITTING SWITCHES ( 


% 
| AVOID THE STEAM 


SAVE POINT & 
HEALING PAD 


CHEST WITH 
NEWT RING 


SdVW Vid 


PLACE BOMB ON 
MOVING STONE TO 
DESTROY BOULDER 


a 
= 


DESTROY BLOCK 
WITH BOMB 


tage ae 
Me ie ciraiecd 
Mau os 


: LAVA FALLS ROPE BRIDGE j 
i) SECOND 
. FIRST BLUE IDOL BLUE IDOL 


AVOID 
KILLING 
TANCHOS 


RUN PAST LAVA 
& BOULDERS 


LAST BLOCK YOU 


NEED TO DESTROY 56 | 


ale 


LEVEL 26: THE DARK ISLE (DRAGONIA) 


OBSERVATION DECK 


TIRION IS 
IMPRISONED 


FIGHT 
POINT & BLOODFANG 
HEALING HERE (COLLECT 
PAD 3-EYED IDOL) 


LIGHT BOMBS 
ON THESE BLOCKS 


KNOCK DOWN 
WALL BARRIER 


CORRIDOR 
\te ADS TO 
ROOF OF 
DRAGONIA 


TRICK 
i HENCHMAN 
INTO 
BLOWING 
UP THE 
BOULDERS 


THIS BOULDER 


SAVE 
POINT & 
IHEALING 

PAD | UNLIT 
BEGIN CHERRY 
HERE BOMB 


RESCUE THE 
EMALE MERCHANT 


pEVEL 27: VARUNA RUINS 


SWITCH OPENS 
TRAPDOOR 


SdVW Vaid 


KEY IN CHEST DESTROY BLOCK 


SLAY 
MINIONS 


f 


1 ot 
Re| HEALING PAD 


LIGHT 
LANTERNS WITH 
NEWT RING 


ELEVATOR 


FIGHT BARON 

DIAZ MONSTER EXTINGUISH THE 

Y FLAMES ON THE 
FOUR BLUE 
LANTERNS 


WALL WITH AITO 
ENGRAVING 


VARUNA RUINS (CONTINUED) 


USE FANS & 
BLOCKS TO 
REACH TOP 


FACE GREEN 
IDOLS 


LEVEL 28: THE STAR KEY 


ACTIVATE BOX 


SWITCHES TO 
MAKE THE WALL 
DISAPPEAR 
USE STONE 
IDOL TO JUMP 


OVER WALL 


SAVE POINT & 
HEALING PAD 


SdVW Vdd 


PLACE 
BOMB HERE 


C 


FLIP SWITCH 


PLATFORM 
mae WITH SPIKES 


rm | . : asl 
ia 


LURE MAR2CS 


FOLLOW TO THIS WALL 
ZIGZAGGING BLOCKS a 
THAT APPEAR ‘TALK WITH ZEPPO 


FLIP ALL 4 
SWITCHES 
SIMULTANEOUSLY 


ON'T FACE EVIL ALONE! 


FREE THE KINGDOM WITH 
THE OFFICIAL GUIDE: 


WALKTHROUGHS: Strategy for every 
level—how to wield your sword, solve 
the puzzles, and live the journey! 


AREA MAPS: Over 300 areas in the 
game are charted, featuring call-outs 
to important items and locations. 


BOSS FIGHTS: How to win the 
toughest battles in the game. 


ITEM LISTS: Where to find and 
how to-use the weapons and 
magicabitems of Alundra 2. 


BESTIARY; A complete catalog 
of the creatures you'll face in 
your journey. 


GAME-SECRETS: Mini-games, 
Puzzle Pieces, and stuff you won't 
find anywhere else. 


ae IM Matrix 
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